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PREFACE. 



Thb following pages were written expressly for, 
and appeared in, the London Joubnal, daring 
the brief management of Messrs. Mark Lemon 
and Davenport Adams, a period in which many 
Taluable improvements were introduced into the 
pages of that important a.nd- widely circulated 
periodical. Having received the sfiamp of public 
approval, these lessons are now gathered together 
and condensed, in order to provide young 
players with a cheap and correct Manual of 
Chess. Care has been taken to render the ele- 
mentary instructions as plain and perspicuous as 
possible ; and the writer would fain indulge a 
hope that through his means many young people 
may become proficient ia the vdlssvssi^ vq^ 
boDourable Game of ClieM. 



IT PBEFACB. 

Of course it would have been xnanifestlj im- 
possible to have included all the Openings and 
Endings of games within the compass of this 
book, but enough has been done to fairl j start 
the student upon his journey through chessland ; 
and it is hoped that, possessing this little Guide, 
he maj neither falter nor stumble by the way. 

G. F. P. 

Beaukont Squabs, 
March, 18o9. 
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CHAPTEE I. 

THB BOABD AND THE PIECB8. 

The game of Chess is one of the most 
ancient and intellectual of pastimes. Without 
attempting anything like a history of its rise and 
progress, it may he mentioned that the honour 
of its invention has been claimed by various 
nations, and that it has ever been a favourite re- 
creation with kings, warriors, statesmen, and 
philosophers. Though easily learned, the game 
of Chess must not be considered a mere frivolous 
amusement, for its combinations are so many and 
so complex, that even the highest mathematical 
judgment may be employed in their solution. 
As a wholesome mental exercise this noble game 
is without a rival ; and as an innocent and amu- 
sing means of employing a leisure hour in the 
repertoire of home recreations, it stands un- 
doubtedly first. 

Without further preface, then — for in a little 
book like this a long di&fteit«i\OTi crsi. n^cl^^ ^-r^^gs^ 
of Chess would be viiiij^oft«>i^A.e — ^^ ^'tQ^^^^^» 
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acanaint the tesder with the history and mystery 
of Chess. 

The Game of Chess is played by two perBons 
oa a board of sixty-four Bauares, alternately 
coloured blaok and white, witt sixteen pieces of 
opposite eoburs. The following is a representa- 
tion of— 
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i T i 
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The chessmeii consist of eight pieeet and eight 
vatoru on either side. The pieces ooDsiat of a 
£ing,Qiieea, two BookstorCajtles), two Bishops, 
and two Knights. To each of these belongs a 
Pawn, which at the commencement of the game 
stands in front of its master. 
Xt ia not neceassTj that we should further 
VBw'fy tbejJoM(io» of the pieces ttian. to w^ AWi 



HANDBOOK OF CHS8S. 9 

the Queen always stands on her own colour 
(white queen on a white square, black queen on 
a black square) ; the King at the right hand, and 
next them, on either side, the Bishops, Knights, 
and E/Ooks, as seen in the diagram. 

qi^ The Kino moves one square at a time, 
sf in any direction ; and once in the course 
of the game is allowed a jump of two squares; 
that is, when the move called Castling takes 
place. This I will explain presently. The Kino 
never leaves the board, ana his person is sacred 
from arrest. A King cannot move next a King ; 
and no piece or Pawn can move on to a square 
already occupied, except to take a man. The 
King always remains on the board, and cannot 
be taken like any other piece. 

Mm The QtJEEN moves in lines in all direc- 
m tions, backwards or forwards, from end 
to end, or side to side, or across any of the diag- 
onals, one or more squares at a time. In her 
own person she combines the moves of the Eook 
and the Bishop, but does not move like the 
Knight. 

Sw The RooKS (or Castles) move in 
<^ right lines, either up, down, or across 
the board, one or more squares at a time, back- 
wards or forwards, but never in a slanting direc- 
tion. The Hook and King possess the privilege of 
casriing, an operation I shall presently explain. 
^^^ (^ ^^^ Bishops move in diagonals, 
^SdyM^ €ach on its own colour, one or more 
squares at a time, backwards or forwards. On 
the King's third square upward, the Bishop com- 
mands eleven squares. 

4H ^SJ oblique movo oi ^•aVr «^ti« '^S^^ 
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Xnight can move over another piece three squares 
at a time ; that is, he leaps from the square he 
stands on— passes over another — and rests on the 
third. If he starts from a black square he will 
rest on a white, and vice versd. From its place 
in the diagram the King's Knight has three 
moves — to the King's Bishop's third place, to 
the King's Castle's third, and to the place of the 
King's pawn; and thence, by a series of forward 
and side way jumps, it has the power of passing 
on to every one of the sixty-four squares on the 
board. Of course the Queen's Knight possesses 
similar powers. 
A 1 The Pawns move straight forward 
S R one square at a time, except at the 
commencement of a game, when they have the 
privilege of moving two squares. But thet/ 
capture the enemy diagonally. They are never 
allowed to retreat like the other pieces ; but if 
they can be pushed forward on to tne last square 
of the opposite side, they may be changed for, or 
promoted to, any other working piece. Thus, 
you have two or more Queens, three or more 
loishops, Castles, or Knights, in the course of a 
single game. The piece usually claimed for an 
advanced pawn, however, is the Queen ; hence 
the move is called going to Queen. You will 
soon discover that on a proper handling of the 
pawns much of the success of the game depends ; 
but of this anon. There is a move, too, peculiar 
to the pawns, which is little understood. Let me 
explain it. If a white pawn, say, has moved for- 
ward into the fifth square, and a black' pawn, in 
its first move makes a jump of two squares, the 
latter passes the empty space or field of its op- 
ponent Then the white pawn laaa l^ie Y^VAfc^^ 
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of remoying the black one from the board and 
passing into the space he hitherto guarded. This 
IS called taking " in passing" {en passant), 

THE FOWEB OF THE PIECES. 

The Pawn is considered the unit ; a Knight is 
worth three Pawns ; a Bishop four Pawns ; a 
E;Ook five; a Queen eight. The Xing, which 
wmnot be taken, is not brought into the calcula- 
tion. 

A King and Queen, \ 

Xing and Book, I Can win against a ' 
King and two Bishops, f King. 

King, Bishop, & Elnight J 



A King and Queen 
can win against 



A King and Eook, 

King and two Bishops, 

King and two Knights, 

King, Bishop & Knight. 



A King,Epok. & Bishop | ^ j^j^ ^ ^^ 
can win against ) ° 

A King, two Bishops, ^ 

and Knight > A King and Book, 

can win against ) 

A King and Bishop can usually draw against 
a King and Eook. 

A King and Bishop, or a King and Knight, 
cannot, under any circumstances, win against a 
King. 

EXPLANATION OF THE TECHNICAL TEBMS 
USED IN THE GAME. 

The Itudent having made himself acquainted 
with the proper method of placing the pieces, and 
learned their separate mo^e«, \xis^fjia%s^ ^ibfeontsSSs.-^ 
iiow the game ib played Mi"3k. "^icra.. ^^^*« *^siSk 
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whole art and mysteTy of the game consists in 
forcing the opposite King into such a position 
that, with any other piece he would be liable 
to be taken. W hen such a force can be brought 
against him as allows him no escape, either by 
capture of the attacking pieces or otherwise, he 
is checkmated, and the game is lost. But this 
requires further explanation. 

Check and Checkmate. — The King, as before 
observed, always remains on the hoard and cannot 
he taken like the other pieces. When, therefore, 
he is attacked by a piece or pawn, he is said to 
be in check — a position of which the player 
receives warning by his opponent crying check ! 
Under such circumstances, he must do one of 
these three things : — He must move out of check, 
interpose a man, or take the piece — the piece that 
attacKS him. In taking a piece, the King, equally 
with the other pieces, moves on to the square 
previously occupied by his opponent. If the 
King can do neither of these things he is said to be 
checkmated, and his game is lost. There are 
several kinds of check : — Simple check is when 
the King is attacked by a single Piece or Pawn. 
Discovered check is when, by removing a Piece 
or Pawn from before a checking piece, an attack 
from the latter is opened or discovered. Double 
check occurs when the adverse King is attacked 
by two pieces at one and the same time. The 
Double check of course occurs in consequence of 
a Discovered check. 

Place the pieces thus : — ^ 

White. Black. 

K.athiB 5th aq. B. at K.*a ^.'^ ^c^. 
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Now, by remoying the Knij^ht to his Queen's 
second square, or to the King's Knight's fifth 
square, you both discover check and give double 
check. Then there is what is called Perpetual 
check, which occurs when the opposing forces 
can occupy surh a position as allows the adverse 
Kini; no escape from one attack without render- 
ing himselfliable to another. This may occur 
when the King is attacked by one or more Pieces ; 
and if the player insists on repeating the check, 
the game is ended by being drawn. Place the 
pieces thus, and you will see that a single Queen 
can draw the game by perpetual check against 
two Queens. 

Black. White. 

El. on Q.'s K.'s sq. Q. on her 5th. 
Q. on her Kt.'s sq. 
Q. on Q.'s E.'s 2 sq. 

Stalemate is that position of the Eling in which, 
though not in check, he cannot move without going 
into check. Stalemate is a drawn game, ft 
must be understood, however, that stalemate is 
not effected, while the player attacked has an^ 
other piece or pawn to move. Smothered Mate is 
a term employed when the Xing is so surrounded 
by his own men that he cannot escape the attack 
of the adverse Knight. 

Drawn Gahe. — If neither player can check- 
mate his opponent, the result is a drawn game. 
The seversil situations in which the same is drawn 
are — ^by stalemate ; by perpetual check, or when 
both parties persist in acting on the defensive ; 
when the forces on each side are equal or nearly 
so ; as Queen against QuQen[i,'BjooY^i»s^^'^sf:^^«-% 
And so on; and no eSeotv^^ x«iw^ ^^ssi.\s» 
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obtained ; or when, having sufficient force, the 
attacking party is unable to effect checkmate in 
ffty moves from the time his opponent begins to 
count. 

Castling. — Once in every game the King has 
the privilege of moving two steps. This is done 
in the move called Castling, and is performed in 
combination with either of the Books. It is per- 
formed in this way :— K the space between the 
King and Book be unoccupied, the King moves 
two squares to the right or left, and the Book is 
brought to the square next the Kin^ on the side 
farthest from the comer from which it was moved. 
The player cannot Castle — if either King or Book 
has been previously moved; if the King passes 
over or rests on a square commanded by an op- 
ponent's piece ; or if the King be at the moment 
ID. check. 

En Pbisb. — A piece attacked by another is 
said to be en prise ; that is, in danger of being 
taken. 

To Intebfose is to bring a piece between your 
King, when in check, and the attacking piece. 
This term is also used when you cover your 
opponent's attack on any other piece with one of 
your own. 

Winning the Exchange. — When you take 
a Queen for a Book, a Book for a Bishop, or 
a Bishop for a Knight, you are said to win the 
exchange. 

MiNOB Pieces. — The Knight and the Bishop 
are so called. It is usual to call the King, Queen, 
Book, Bishop, and Knight, Pieces, and the Pawns 

Mank and File, — As the pieces stwid otithe 
board at the commencement o5 \ikie ^^ftme, >i)Mrs 
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are in two ranks, the Fawns before the superior 
pieces, after whom they are called, as the King's 
Pawn, Queen's Bishop's Pawn, &c. The hori- 
zontal rows of squares are termed ranks, and the 
yertical squares ^^«. 

Doubled Pawn. — ^When two of your Pawns 
stand on the same file, the front one is called a 
Doubled Pawn. 

Isolated Pawn. — A Pawn standing alone,' 
without the protection of another Pawn or Piece. 

Passed Pawn. — When a Pawn has advanced 
to a square unguarded by a Pawn belonging 
to the opposite player, it is called a Passed Fawn. 

To Take En Passant. — When a Pawn has 
advanced to the fifth square, and the opposite 
player pushes a Fawn two squares forward, as 
his first move, the other Fawn has the privilege 
of capturing him in passing ; that is to e^y, tBe 
Fawn that has passed over the square guarded 
by the advanced Pawn, is liable to be captured 
just as if it had moved only one square ; or it may 
be allowed to remain, at the option of the other 
player. A Pawn only, and not a Piece, can be 
taken en passant. 

Queen INO a Pawn. — ^When you are able to 
advance a Pawn to the eighth square of the file, 
you can exchange it for a Queen or any other 
piece. Thus, you may have two or more Queens, 
three or more Books, Bishops, or Knights, on the 
board at the same time. Tms pecuharity belongs 
to the modem game of Chess. According to 
Major Jaenisck, the Italians changed the ad- 
vanced Pawn for any Piece already taken. 

Forced Move. — When a player can only 
make one single move, it is called «bicst^:ft^Ts^<;s<9^. 

Gambit. — This term ia ^erae^ ^ata. "Os^^ 
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Italians, who, when in wrestling, give their op- 
ponents some apparent advantage for the purpose 
of tripping them up. In Chess it is used when 
a Pawn or Piece is purposely abandoned by the 
player who has the first move. There are various 
kinds of Gambits — as the King's Gambit, the 
Muzio Gambit, &c. — but of these we shall have 
to speak by-and-by. The Pawn sacrificed is 
called the Gambit Pawn, 

J*A.i>ouBB. — This term is used when a player 
touches a Piece or Pawn without the intention 
of moving it. It means, " I adjust, or replace." 

CHESS NOTATION. 

In the notation employed in Chess, the squares 
of each file are called after the superior pieces. 
Thus the King or Queen is said to be on nis or 
her square ; moving one pace forward, they are 
said to move to their second squares, and so on. 
The several pieces are thus designated — K. for 
King, Q. for Queen, E. for Book, B. for Bishop, 
Kt. for Knight, Q. P. for Queen's Pawn, &c. 
The pieces on either side of the King are dis- 
tinguished as K. B., Q. B., (King's Bishop,. 
Queen's Bishop,) K. Kt. P., Q. E. P., (King's 
Knight's Pawn, Queen's Book's Pawn,) and so 
forth. 

In order that the young player may compre- 
hend much that will follow, it is necessary that 
he should acquaint himself with the notation 
adopted by all English players, and generally in 
use throughout Europe. Having placed the men 
on the board, it will be seen that each side occu- 
pies two distinct ranks of men, on the first of 
which stand the Pieces, and on. the second the 
-Patent, The eight squares oa tlie &c%\> \i.omoTi\.^ 
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line are distinguislied by the names of the Pieces 
as they stand ; and the Pawns take their names 
from the Pieces to which they belong. Thns we 
say, the King stands on his square, and moves 
one step forward at a time to £in{('s second, 
third, &c. ; and so of all the other Pieces. By 
a diligent study of the following diagram, it 
will be seen that the moves of both black and 
white are reckoned from their own sides of the 
hoard from their first squares to their eighth. 
Thus the White Queen's seventh square on her 
file is the Black Queen's second ; the W. Kt.'s 
eighth is the B. Kt.'s first, and vice versd 
tlu'oughout. 
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Ii^ some of the new styles of cliessinen, the 
King's Knight and Book are distinguished by a 
crown or other mark stamped on them, so that 
they may be known throughout the game. Eong's 
and Queen's Bishop are always known by the 
colour of the squares they occupy. Without a 
thorough knowledge of the aboye, or some other 
system of chess notation, it would be quite im- 
possible for Herr Harwitz and Mr. Morphy to 
play, without seeing the board, or to play seyeral 
gbmes simultaneously, as they haye done. But 
these feats are mere efforts of memory ; and like 
Paganini on the yiolin with one string, are of 
little practical utility. 
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CHAPTER II. 

THE ACKNOWLEDGED LAWS OF THE GAUE. 

The laws of Chess are few and easily remembered. 
Thev are the same, or nearly so, m all the prin- 
cipal Chess clubs, though the actual terms em- 
ployed to express them vary considerably. la 
the following rules I have endeavoured to give 
the sense of the laws, and at the same time avoid 
the verbiage of the chess-books. 

I. The chess-board to be so placed that each 
player has a white corner square at his right hand. 

[It is of no absolute consequence to the game whether 
a white or black square be at the right hand, but 
for the sake of uniformity the players have agreed 
to this arrangement.] 

II. If a Piece or Pawn be misplaced at starting, 
the mistake must be rectified before the fourth 
move, or the game must proceed as the pieces stand. 

[This also includes what is usually given as Law III. 
— namely : If a player has omitted to place all his 
Pieces or Pawns on the board, he may amend his error 
before four moves have been made, but not after.] 

III. A player undertaking to give the odds of 
a Pawn or Piece, must remove the man before 
four moves on either side have been made, or his 
adversary may elect to recommence the game or 
play it out as it stands. 

[In giving the odds of a Pawn, the K. B. P.' is 
usually removed from the boMd.\ 

IV. Where no odda ate %\Neu \:ti^^i««^^^»^ 
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lots for the first move, and afterwards talce the 
move alternately. 

[It is usual for the White to commence ; therefore, 
when Black wins the move, it is common to turn 
the board.] 

V. If a piece be touched it must be moved. 
Havins once left the piece it cannot be removed 
from the square it occupies. 

[Except the player saj f adoube (I adjust). If the 
piece cannot be legally moved, the adversary may 
elect for the player to move his King or replace 
the piece.] 

VI. The player giving the odds moves first. 

VII. If a player take one of his own men by 
mistake, or touch a wrong man, or one of his 
opponent's men, or make an illegal move, his 
adversary may compel him to take the man, 
make the right move, move his King, or replace 
the piece and make a legal move. 

VIII. A Pawn may be played either one or 
two squares at a time when first moved ; but in 
the latter case it is liable to be taken en passant, 
with any Fawn that could have taken it had it 
been played only one square. 

IX. A player cannot Castle under any of the 
following circumstances: — 1. If he has moved 
either King or Book. 2. If the King be in 
Check. 3. If there be any Piece between the 
King and Book. 4. If the King in moving pass 
over any square commanded by any one of his 
adversary's forces. 

X. If a player give Check without crying 
« Check/' his adversary need not take notice of 

the Check. 

pFhiM hkw IB subject to this exce^^Tiou*. ^^^> X^ck 
moves only may be made beSore^^'^ATx^Xa 6\X\^^^ 
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to move out of Check, when the pieces must be 
replaced, and the proper moves made. 

XI. If a player say Check without actually 
attacking the Kin^, and his adversary move his 
King or take the piece, the latter may elect either 
to let the move stand or have the pieces replaced 
and another move made. 

XII. If, at the end of a game, the players 
remain with equal forces, the defending player 
may call upon his adversary to mate in fifty moves 
or draw the game. 

XIII. Stalemate is a drawn game. 

XIV. Should any dispute arise, the question 
must be submitted to any disinterested bystander, 
whose decision is to be considered final. 

ADVICE FOB TOUNG PLATEBS. 

Always adhere to the laws of the game. 

Never refuse to accept odds of a superior player. 

When jou find your game hopeless, do not 
prolong it, but retire gracefully. 

Do not allow your hand to wander about the 
board from Piece to Piece : study the game, look 
well on the aboard to see that none of your prin- 
cipal Pieces are in danger, decide upon your 
next move, and make it. Indecision is fatal to 
success. 

Accustom yourself to play indifferently with 
Black or White. 

When you have the advantage in strength of 
pieces, keep it by judicious exchanges. Protect 
your Pawns ; towards the end of the game, 
a Pawn is often as valuable as a Piece \ ^hA\i. 
you can, protect a superior Piece m>iJa.wi\s&s2c\Rrt. 
08 a Queen with a Bishop. 
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Do not allow your Queen to wander too far from 
her lord, for the sake of winning a Pawn. 

£££F YOUB TeMPEB ! 



"We will now, as a preliminary to our further 
instructions, give the moves of an actual game ; — 

king's knight*s opening. 

White. Black. 

1 P. to K.'s 4 1 P. to K.'s 4 

2 K. Kt. to B.'s 3 2 Q. Kt. to B.'s 3 

3 P. to Q.*s B.'s 3 3 P. to Z. B.'s 4 

4 P. to Q.*8 4 4 P. takes Q.*s P. 

5 P. to K/s 6 5 P. takes Q. B.'s P. 

6 Q.*s Kt. takes P 6 K. B. to Q. Kt.'s 5 

7 Q. B. to Z. Kt.*s 5 7 K. Kt. to K/s 2 

8 K. B. to Q. B.'s 4 8 P. to Q 's 4 

9 P. takes P. in passing 9 Q. takes P. 

10 Q. to K.'s 2 10 Q. Kt. to Q.'s 5 

11 Kt. takes Kt. 11 Q. takes Kt. 

12 Castles on K.'s side 12 Q. B. to Q.'s 2 

13 Q.'8 Kt. to Q.'s 5 13 Castles on Q.'s side 

14 Q. B. takes Kt. 14 B. takes B. 
16 Kt. takes B. (ch.) 15 K. to Kt.'s sq. 

16 K. E. to Q. sq. 16 Q. to K. E.'s 5 

17 B. to Q. Kt.'s 3 17 Q. to K. E.'s 3 

18 E. to Q.'s 2 18 P. to K. B.'s 5 

19 K.'s E. to Q.'8 sq. 19 P. to K. B.'s 6 

20 Q. takes P. 20 P. to Q. E.'s 3 

21 E. takes B. 21 E. takes E. 

2Z E. takes E. 22 Q. to her B.'s 8 (ch.) 

23 Q. to her bo. 23 Q. takes Kt.'s P. 

^ M.toQ.'BS (ch.) 24 ^. take&^. 
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White. Black. 

25 Q. takes E. (ch.) 25 K. to R's 2 

26 £:t.toQ.'sB.*8 6(oli.)26 F. takes Kt. 

27 Q. takes P. (ch.) 27 E. to Q. E.'s sq. 

28 Q. takes F. (ch.) 28 X. to Q. Et.'s sq. 

29 Q. to Q. Kt.'s 6 (cL.)29 £. to Q. E.'s sq. 

30 B mates or Q. B.'s sq. 

By an attentiye study of the above game, the 
student will soon discover the why and the 
wherefore of the different moves. But as he has 
yet much to learn, let him read the next chapter 
with care and an inquiring spirit. 
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CHAPTEE III. 

HOW TO OHEOEMATE. 

We now, having made ourselves acquainted with 
the first principles of Chess, come to consider tlie 
best and easiest methods of checkmating with 
pieces against pieces. With young players, and 
even with some who are advanced in the practice 
of the game, it sometimes happens that the pieces 
are excnanged so frequently, that in the end one 
player is left with a much superior force. The 
student should therefore accustom himself to 
practise the most common and obvious class of 
checkmates — those consisting of the Xing and 
one or two pieces against a King alone, or a 
King with few supporters. 
The most simple of all checkmates is that of a 

KINO AND QUEEN AOAIN8T A JLtSa, 

All that it is necessary to do in this case is to 
drive the opposite King to one side of the board, 
and bring up your own King, when mate may 
be effected m a few moves. To 'exemplify this, 
place the Black King on his square, and the 
White King and Queen on their squares. White 
can then, in spite of all his adversary may do, 
compel mate in about eight moves, with a smgle 
clieci. 
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White, having the move, advances his Queen 
to her sixth square, which has the effect of con- 
fining the Black King to two rows of squares. 
You then advance with the White King till 
only one square remains open between the 
two monarchs, and mate, ibut you must be- 
ware of stalemating the Black. See the follow- 
ing :— 

POSITION I. 

White. Black. 

K. at K. B.'s 6 sq. K. on his sq. 

Q. at her 6 sq. 

Now, the White, having the move, mates at 
once by moving to K.'s seventh square ; but 
if Black have to move, it is a drawn game by 
stalemate, seeing that the Black K. cannot 
move without going in check. Always re- 
member that, to mate with the Queen, it is ne- 
cessary that the two Kings should be opposite 
each other, or at the distance of a Kt.'s move. 
Examine 

POSITION II. 

White. Black. 

K. at his Kt.'s 6 sq. K. at his B.'s sq. 

Q, at her Kt.'s 7 sq. 

Here the White, having the move, can mate on 
either of five squares — namely, Q. B..*s eighth, 
Q. Kt.*s eighth, Q. B.'s eighth, K. Kt.'s seventh, 
or K. !B.'s seventh. And if the Black moves 
first, mate is equally certain by either of the 
above moves, except the last, which, if made, 
would allow the Black another move, to hi& 
Bishop^a square. 
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POSITION III. 
White. Black. 

K. at his B 's 6 sq. El. on his Q.'s sq. 

Q; at her B.'s 6 sq. 

White can now mate in two moves, but if he 
places his King on his own sixth square, Black 
IS stalemated as before. The proper move, there- 
fore, is to place the Queen on her Knight's 
seventh, when the Black King mu.H move to his 
own square, and accept mate, by White placing 
his Queen to King's seventh. As the pieces 
stand in the above position. Black, with the move, 
is stalemated. This will show the young player 
how careful he ought to be in advancing his 
Queen, for the very power of this piece renders 
the tyro liable to stalemate his adversary by 
a single false move. 

It IS not necessary that instances of this nature 
should be multipliea, the careful student of Chess 
being onc« aware of the principle to be adopted 
and the error to be avoided. The Queen can 
always checkmate an unsupported King, from 
any part of the board, in from five to twelve 
moves. Place the pieces in the following order, 
and try 

POSITION IV. 

White. Black. 

K. at his sq. K. at his Q.'s third. 

Q. at her B.'s sq. 

The Queen can of herself force the adverse 
King to the side of the board ; but as a certain 
cuantity of work is generally more easily ner- 
lormed, \>y iyvo persons than by one, so it wiu be 
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fonnd easier to mate with the assistance of the 
King. Thus : — 

White. Black. 

1 Q. to K. Kt.'s 5 1 K. to his 3 

2 K. to his 2 2 £. to Q. 3 

3 K. to bis 3 3 K. to his 3 

4 K. to his 4 4 K. to Q.'s 3 

5 Q. to K. Kt.'s 6 5 K. moves 

6 K, advances 6 K. moves 

7 Q. mates 

It will be seen that one check, or at most two 
checks, will win the victory. Avoid useless 
checks is an axiom in Chess tliat should never be 
forgotten. 

CHECKMATE WITH THE BOOK. 

The power of the Eook at the end of the f^ame 
is almost equal to that of the Queen. It is 
necessary, in order to compel mate with the 
Hook, that the Kings should stand opposite each 
other with onlv an open square between, or that 
the attacked King should be in a corner square 
with the other £ine: distant only a Knight's 
move. Next to the Queen, the IU>ok is the most 
important piece on the board. In the early part 
of the game he has few opportunities for action, 
but towards the end, when the pieces get changed 
off and the board becomes clear, especially after 
the removal of the Queens, the Eook is almost 
irresistible as an attacking piece. With young 
players it is common to exchange Books early in 
the game. This is a mistake, for we should never 
forget that it is easier to win with a King and 
Eook than with a King and two Bishops, or even 
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witli a King, Bishop, and Knight ; while it is 
impossible to win with two Knights without the 
assistance of a Fawn. Do not be too anxious to 
bring your Eooks too early into play ; but after 
you nave castled, then let the Kooks support 
each other, and defend your King on his own 
rank. 

Doubled Boohs — that is, one Book placed 
before the othei>-are very powerful, and, in fact, 
more than equal to a Queen. It is good play to 
post a Kook on your adversary's second rank, as 
it prevents the advance of his King. But while 
you are thus careful of your own Kooks, endea- 
vour by all means to prevent your opponent from 
doubling his. This you may do, either by pushing 
on a Fawn or posting a Knight or Bishop on the 
diagonal the second Eook would occupy. It is 
generally better play to defend your Kooks than 
to exchange, should your adversary offer to do 
80 ; without, indeed, you see an evident advantage 
in the change. It is a very powerftJ reason for 
bringing your pieces early into play that the 
Books are comparatively useless at home, and 
cannot be advantageously worked except in a 
tolerably clear field. 

To checkmate with a Book is very easy, when 
opposed to a King alone. All you have to do is 
to advance your Book, so as to confine the King 
to as small a portion of the board as possible, 
and then to push forward your own King, till 
the two monarchs stand directly opposite each 
other. This may be accomplished from any part 
of the board in about nine moves. With two 
Books against one, the readiest way to efi*ect 
sja^e Is to force an exchanse, and then work on 
vrj^ the single Rook, ItiaalmoBtuee^e^X^DAX. 
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I should illustrate this bv examples ; but, by way 
of exercise, I give the following position, which 
was discoTered by the celebrated Stamma : — 

White. Black. 

E. on his Q.'8 8 K. on his Q.'s 3 

R on Q. R.*s 7 E. on K. ii.'s 6 

R. on Q. B.*8 5 

Here it will be seen that Black, with the move, 
can mate immediately; and even without the 
move, it would seem that he must at least draw 
the game, because White cannot at the same 
. time prevent the mate and protect the Rook 
next the adverse King. But let us see. By 
playing thus. White, with the move, wins the 
game : — 

White. BUck. 

1 R. to K. R/s 5 1 . R. takes R. 

2 R. to Q. R*8 6 (ch.) 2 K. moves 

3 R. to Q. R.*s 5 (ch.) 3 K. moves 

4 R. takes R.— and wins. 

ir Black declines to take the offered Rook, 
White wins equally the same, because he is then 
enabled to give check at his next move. 

Hook against Rook is a drawn g[ame. 

Rook against Knight usually wms. 

It is generally admitted by first-rate players, 
now-a-days, that Rook and Bishop against a 
single Rook is a dfawn game. 

Rook and Pawn agaiwit Rook oucht to win. 

Rook and Pavm against a Bishop ought to 
win. 

Rook ought to draio t^ game a^oMoi 'Slok^ 
and Xmght. 
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THE BISHOP AND ENIOHT. 

• 

It will have been observed by those who have 
• noticed Mr. Morphy's style of play, that he 

generally confines his attack to one side of the 
oard. This he accomplishes by a judicious use 
of his Bishops and Ilnights. Young players 
very frequently change away these Pieces in the 
early part of the game, which is injudicious. 
The Bishop is generally considered as of rather 
more value than the Knight ; but towards the 
end of the game the KnigUt is a very powerful 
piece. In the centre of the board the Bishop 
attacks and defends thirteen sq^uares, towards 
the side eight or nine, and in a side square only 
seven. The King's Bishop is considered the 
most powerful at the beginning of the game, 
because it can check the King on his own square, 
or after he has castled. It is sometimes good 
play to ^ive check with the Bishop, if by so doing 
you oblige the King to move, and thus prevent 
him from castling. Two Bishops can checkmate, 
but two Knights cannot, without the assistance 
of a Pawn. 

A Knight is generally considered to be worth 

three, and in some situations four pawns. In the 

centre of the board he attacks eight squares, but 

as he moves towards the side his power sensibly 

decreases. He cannot be taken by any Piece he 

attacks except the opposite' Knight, and his 

attack cannot be counteracted by interposing 

any other Piece. He is a dangerous opponent, 

because he makes his attack without putting 

Jiiznself en prise, and caa give c\iecV. miA. ioitt 

Another Piece at the same mo^e. K cv\x\w» 
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Cblem, often stated bj writera on Chess, showg 
r the Knight mnj pasB on. to every square on 
the board withont stepping on one square tvice. 
The simpleBt way of effecting this object is that 
invented by M.Demouvre, nhiehisaafoUon-B:^ 
The Knight starts from the top right-hand 
comer, and passes completely over tbe Dottrd in 
a series of jumps, by which the onter sqnares are 
first filled. 
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EIFS, KNIOHT, iSD BISHOP 

This is one of the most difficult and interestiDg 
endings of games that I know of. Aa it is 
impossible to checkmate with two Knights, «a 
the inate with Knigtt ani 'ftSsiUs^ i* ^^^ssoi. 
aecompliabed by i^eiiot -B^^s^n ■^■fiwai- "Qor 
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given fiftv mores. The gecret, as in the mate 
with two SiBhope, isDotonly to drive the adverse 
King into a corner, but it must be the corner 
commanded b; your Bishop. Sappose jou start 
vith the pieces on their several Bquares, your 
first efforts must be to drive the single King on 
to the last hne, whence, bj a series of ingenious 
moves, rou force bim into the fatal comer, from 
which tnere is no escape. But a more difficult 
position still occurs in the " Pulam^de," and is 
quoted b; Mr. Staunton. Here the King is in 
the corner noicommandedby your Bishop. You 
have therefore to drive him into a nhite comer. 
That the student may better understand the 
position, I subjoin it in a diagram. 
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Now, what the player has to do in this case is 
to keep close to nis adversary and dtive him 
round. Thus : 

White. Black. 

1 Kt. to K. B.'s 7 (ch.) 1 K. to Kt.'s sq. 

2 B. to K.'s 4 2 K. to B.'s sq. 

3 B. to K. E/s 7 3 K. to his sq. 

4 Kt. to K/s 5 4 K. to K. B.*s sq. 

5 Kt. to Q.'s 7 5 £. to his sq. 

6 K. to his 6 6 K. to Q.'s sq. 

7 K. to Q.'s 6 7 K. to his sq. 

8 B. to K. Kt.'s 6 (ch.) 8 K. to Q.'s sq. 

9 Kt. to Q. B.'s 5 9 K. to Q. B's sq. 

10 K. B. to his 7 10 K. to Q.'s sq. 

11 Kt.toQ.Kt.'s7(ch.) 11 K. toQ. B.'s sq. 

12 K. to Q. B.'s 6 12 K. to Q. Kt.'s sq. 

13 K. to Q. Kt.'s 6. 13 K.to Q. B.'s sq. 

14 B. to K.'s 6 (ch.) 14 K. to Q. Kt.'s sq. 

15 Kt. to Q. B.'s 5 16 K. to Q. E.'s sq. 

16 B. to Q.'s 7 16 K. to Q. Kt.'s sq. 

17 Kt. to Q. E.'s 6 (ch.) 17 K. to Q. E.'s sq. 

18 B. to Q. B.'s 6 (mate) 

If, at his fourth move, Black Kin^ had moved 
to his Queen's square. White would have an* 
swered with Bishop to Queen's third, and so 
have prolonged the mate by a move or two. But 
if the White play well, observing always the rule 
of the above moves, and allowing the Black 
King never to get away into the middle of the 
board, mate is inevitable. But the greatest care 
must be observed, or the sable monarch will 
escape, and you will have all your work to do 
over again, and so perhaps allovr ^ovxt cf^-^T^ss^ 
to gain the fifty moyes^ vna^. eii^^<& \^x^ ^^ ^tw3&' 

c 
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a draw. Not to weary the student with too 
much teaching, let him practise and coT^quer, the 
principle of the above moves. 

CHECKMATE WITH THE BISHOPS. 

In ordinary games between ordinary players 
the endings are usually confined to a few simple 
and well-understood methods. We have seen 
how a Queen, opposed to inferior pieces, wins. 
In the majority of cases, a Queen would win 
against two Eooks from her power of checking 
and forking at the same move ; though if the 
Itooks, with the move, can support each other, 
they may certainly force an exchange and win. 
The Queen mav generally be said to win against 
two Bishops ; but numerous instances occur in 
actual play in which the Bishops draw the game. 
Mr. Walker gives the following position as one 
in which Black must submit to a draw. 

White, Black. 

£. at K. Kt. 4 £. at Kt. 2 

Q. at Q. E. 4 Bs. at K. Kt. 3, and K. B. 3 

With the Queen or Eooks on the board, mate is 
comparatively easy, but when you are left with 
two JBishops opposed to a single King or a King 
and Fawn, the mate within tne stipulated fifty 
moves beeomes a matter of difficulty. But, 
conquer tjle principle of this checkmate, and its 
practice is easy enough. The whole phUosophy 
of the matter is this, the King must be forced 
into one of the comers, or certainly into a square 
adjoining, when mate follows as a matter of 
course. But beware of givins a number of use- 
Jess checks ; sapport your Bi8n.op«mVk\)lckftlL\xi%« 
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and then yon may gire mate with two, or at most, 
three checks. So long as you continue to check 
with one or other of the JBlshops, so long mar 
your adversary keep in the centre of the board. 
Place the pieces on their own squares, and 
gjradually advance your King, while at the same 
time you draw a line of demarcation with your 
Bishops, across which the opposite King cannot 
pass. In less than twenty moves jou wUl be able 
to mate. Instead, however, of giving the actual 
moves, I leave my young readers to work out 
the solution for themselves. But let them re- 
member that the power of the Bishops is just 
as great at a distance as when close to the adverse 
King. 

Take also the following position and try. Mate 
may be given in about eight moves. 

White. Black. 

K. at K. Kt. 5 K. at his sq. 

B. at K. B. 5 
B. at K. B. 4i 



ENDIKOS OF GAMES WITH PAWNS AGAINST 

PAWNS. 

It will have been seen by the intelligent student 
that the successful ending of a game often 
depends on the proper management of the 
j^enerally despised Fawns. It cannot be too often 
impressed u{>on the attention of the tyro that the 
reckless sacrifice of a Pawn in the beginning of 
a game is fatal, in particular situations ; while, 
on the other hand, the judicious gambit leads 
to fortune. Numerous game^^ \>3 ^<^ ^^^K^^sr^ 
illuatrate this ; I shall now aYiorw -^oaVw? «sA>aa. 
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what situations the King and Pawn win against 
the King alone. 

With a Rook's Pawn you cannot win, if your 
opponent is able to moYehis King into the corner 
to which the Fawn is advancing. Not to en- 
cumber you with instructions, we will suppose 
the White King to advance in front of his Book's 
Pawn, and the Black King to make towards the 
comer square. If the Black can, by any means, 
get into the corner, the White must defend his 
Pawn or lose it — and the game is drawn. But 
even without attaining that position, the single 
King can draw the game by stalemate. 

Take the Pawn, however, on the next square :— 
White. Black. 

K. at K. B. 6th K. at K. Kt. sq. 

P. at K. Kt. 6th 

Now if White plays first he wins ; if Black begins, 
the game is drawn : e. g. — 

1 Pawn advances 1 K. to K. K.'s 2nd 

2 K. to B.'s 7th 2 K. to K. E.'s 3rd 
4 P. queens, and wins 

Black begins ;— 

* 

Black. White. 

1 K. to B.'s square 1 P. checks 

2 K. to Kt.'s sq. 

If the White King now moves to Knight's 
sixth square, Black draws by stalemate. If White 
moves elsewhere he loses the Pawn, and draws 
the game. Therefore, in this position, it would 
seem that the single King cannot be beaten. 
It is always important to gain the oppontion ; 
that is, toplay your King opposite to your op- 
ponent's King. Thos, suppose, instead of giving 
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6heok on the seventh square, the White King 
had moved, then he might win if his opponoit 
made one false move. 

With the Pawn on Bishop's sixth, and the 
Sing m front or beside him, you mnst win 
against a single King, wherever the latter may 
be placed, because he cannot prevent your going 
to Queen. And so, also, of the King or Queen'a 
file. The following may. be taken as an un- 
questionable axiom in Chess : When the player 
of a Pawn (other than the Eook's Fawn) is able 
to move his King in front of his Pawn on the 
sixth square, he must win, whether he have the 
move or not. It is scarcely necessarv to illus- 
trate this. Let the student place the Pieces^ 
and exemplify the fact for himself. 

But take one other position. 

White. Blaek. 

K. at K. B.'s 4th £. at E. B.'s 3rd 

P. at K.'s 3rd 

The winning of this game depends on the first 
move. If the White begins, the game is drawn, 
as the Pawn cannot advance to the eighth square 
without either being taken or giving stalemate ; 
but if the Black begins, the White is able to 
keep the opposition, and Queen his Pawn. 
Thus:— 

Bhwk. White. 

1 K. to his 3 sq. 1 K. to his 4 sq. 

2 K. to B. 3 2 K. to Q. 5 

3 K. to B. 4 3 P. to K. 4 (ch.) 

4 K. to B. 3 4 K. to Q. 6 

5 K. to B. 2 5 P. advances 

6 £. to his sq. 6 K. to his 6 

7 Z. to Q. sq. 7 K. to K. B. 7 
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And Black cannot be prevented from queening 
his Fawn and winning. 

Two Pawns against One ought to win; bat 
inanj instances of drawn games occur in play, 
in consequence of the player with the superior 
force neglecting to keep the opposition. Let 
the young player study Herr Szen's &mou8 pro- 
position. 



POSITION OF THE PIECES. 

White. Black. 

£. on his Q.'s sq. K. on his own sq. 

Ps. on Q. B.'s, Q. Kt.'s Ps. on K.B.'s, X.Kt.'s 
and Q. E.'s 2nd sqs. and£.E.'s2ndsqs. 

The player who moves first wins by force. 
Let my readers try this before they seek a so- 
( lution. 

I 
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CHAPTEE IV. 



OFEKINGS OF GAMES. 



The yarions modes of attack and defence in 
the openings of games are known by their several 
names, — as the King's Kni^t's opening, the 
Sing's Bishop's opening, the Swing's Gambit, the 
Queen's Gambit, and irregolar openings. Each 
of these are again subdivided. For instance, in 
the Kind's Gumbit we have the Cunningham, 
the Salyio, the Cochrane, the Muzio, the Aligaier, 
King's Bishop's, and King's Knight's Gambits, 
besides the King's Book's Fawn, and one or two 
less practised openings. Let us for the present 
consider— 



THE kino's gambit. 



I hare already explained that the word Gambit 
is derived from an Italian term used in wrestling, 
where one player gives his opponent a temporary 
advantage, in order the more successfully to trip 
him up. Thus the sacrifice of a Pawn at the 
second or third move is termed the Gambit. The 
King's Gambit proper, or King's Knight's Gam- 
bit, is thus brougnt about. The m*st player 
moves Pawn to King's fourth square ; his oppo- 
nent answers by the like move, when the second 
move of the first player is Pawn to King's 
Bishop's fourth. The taking of the Pawn con- 
stituted the Gtimbit. If, instead of taking the 
Pawn, the second player advances, the game is 
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then known as the "Gambit refused." The regular 
defence to the King's Gambit is as follows :— 

White. Black. 

1 P. to K. 4 1 P. to K. 4» 

2 P. to K. B. 4 2 P. takes P. 
SK.Kt. toB. 3 3P.toK.Kt.4 

This last move of the Black is generally allowed 
to be the best he can adopt, or he may play P. 
to Q. 4, when White answers by taking the 
Pawn ; or he may play— 

3 P. to K. B. 4 
4 P. takes P. 4 P. to Q. 4 

6 P. to Q. 4 6 Q. B. takes P. 

6 Q. B. takes P. 6 K. Kt. to B. 3 

And from this point the game is considered even. 
Or the player may castle at his fifth move in 
place or the above, which still leaves the game 
even. This opening leaves all the game before 
each player. 

In order to exemplify this opening — in which 
the first player offers his Pawn at the second 
move— I subjoin a short game — 

ILLUSTEATIVB OF THE KINO's GAMBIT. 
White. Black. 

1 P. to K.'s 4 1 P. to K.'s 4 

2 P. to K. B.'s 4 2 P. takes P. 

3 K.'s Kt. to B.'s 3 3 P. to K. Kt.'s 4 

4 K.'s B. to Q.'s B. 4 4 B. to K. Kt.'s 2 
6 Castles 6 P. to K. li.'s 3 

6 P. to Q.'s 4 6 P. to Q.'s 3 

7 P. to Q.'s B. 3 7 P. to Q. B.'s 3 

8 Q. to her Kt.'s 3 8 Q. to K.'s 2 

9 P. to K.'s Kt.'8 3 9 P. K. Kt.'s 5 
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White. I^adc 

10 Q.'8 B. takes P. 10 P. takes Kt. 

11 E. takes P. 11 Q^'s B. to Kt/s 3 

12 P. to Q/s 6 12 Q/s B. to K. Kt/s 6. 

13 P. takes Q/s B/s P. 13 B. takes B. 

14 P. takes Et/s P. 14 Q. takes E.'s P. 

15 P.take8K.(becoin.aQ.)15 Q. takes Q. 
16B.takesK/8B/8P.(ch.)16 K. to B/s sq. 

17 B. takes Kt. 17 B. takes B. 

18 B. takes Q/s P. (eh.) 18 K. to K/s sq. 

19 Q. to K/s 6 (ch.) 19 K. to Q/s sq. 

20 Q. to K/s 7 (ch.) 20 K. to Q.*s B.'s sq. 

21 Q. to Q/s B/s 7 (mate) 

The followii^ are the principal dibuU adopted 
by Staunton, Morphj, and the most celebrated 
players. These again are largely subdiyided. 

1. The Kinp*s Gamhii, and its Tarieties, in 
which the Emg's Bishop's Pawn is advanced 
two squares by the first player at his second 
move. 

2. The Kin^l's Buhop*s Opening, by which 
name we distinguish all those games in which 
the first player brings out his King's Bishop at 
his second move. 

3. The King* 8 Knight's Opening, which gives 
the name to all games in which the first player 
advances his !King's Knight at the second move. 

4 The Queen's Gambit, in which the Queen's 
Bishop's Pawn is advanced two squares by the 
first player at his second move. 

6. The Oamhits of the Kin^s Knight, in 
which the Knight is sacrificed hy the first player 
for the sake of obtaining a good position ; and 
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6. Irregular Openinigg, in which division may 
be included all the openings not founded on one 
or the other of the above modes of play. 

Having already said something about the 
King's Gambit, we will proceed to a brief con- 
sideration of 

THE king's bishop's OPENING. 

For the sake of uniformity, we will suppose 
the White always plays first, though the attack 
and defence are of course the same whichever side 
begins. The game then commences thus :^- 

White. Black. 

1 P. to K. 4 1 P. to K. 4 

The advance of King's Pawn two squares is the 
very best mode of opening the game for both 
players, because it allows Queen and King's 
jBishop to be brought into play. The second 
move of the White is— 

2 K B. to Q. B. 4 2 K. B. to Q. B. 4 

which Black answers by a like move, acknow- 
ledged to be the best defence. In this position 
of the game, the Bishops attack the adverse 
King's Bishop's Pawn, his weakest point, and 
each player is able to castle as soon as he has 
moved his Knight. As the next move. White 
sometimes plays Queen's Pawn one square : this 
is bad, because it confines the King's Bishop. 
The best move is Queen's Bishop's Pawn one 
square, thus : — 

3 P. to Q. B. 3 3 K. Kt. to B. 3 
This last move of the Black defends his King's 
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Bishop's Fawn from White Queen's attack ; and 
the white's move of the Qaeen*s Bishop's Pawn 
affords another outlet for her Queen. The Black 
might have moved his Queen to the King's 2nd, 
his Queen's Pawn one, or Queen's Pawn two 

3uares, with equal advantage. But White now 
^ys— 

White. Black. 

4 P. to Q. 4 4 P. takes P. 

5 P. takes P., and attacks the Bishop. 

White has now two Pawns in the centre of the 
board. It would be dangerous for Black to take 
iKin&^*8 Pawn, as White might advance his Queen 
to King's Bishop's 3rd, and threaten mate. 
Black, therefore, either retires his Bishop or gives 
check with it Suppose he moves — 

5 B. to Q, Zt. 3 
White replies by— 

6 Q. Kt. to B. 3, and 6 Castles 

White how defends his King's Pawn, and prevents 
Black from advancing his Qaeen's Pawn two 
squares. If, instead of C4»tling, Black should 
take King's Pawn, it is not well for White to 
change Knights directly, as that would allow 
BlacK to advance Queen's Pawn two sc^uares. 
The next best move for the White, supposmghis 
game to have proceeded thus far, is — 

7 K. Kt. to K. 2 7 P. to Q. B. 3, 

White now is enabled to castle, and Black maj 
be tempted to take King's Pawn. From this 
point White has the best of the game. He 
moves — 

8 K. B. to Q 3, to avoid changing K.^P. for Q. P., 
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and then, whatever Black does in reply, White 
has a very strong position. Bnt we must con- 
sider for a moment how this advantage has 
been gained. Instead of retiring his Bishop at 
the fifth move, Black should have given check, 
when White mnst have covered with his iCnight, 
or Bishop, and Black would have gained by th^ 
exchange, or obliged his opponent to lose his 
Queen's Knight's i^awn. It was probably weak 
play for Black to bring out his !Enight at his 
third move, instead of moving as suggested. 
Suppose Black had adopted the other mode of 
play. We go back to his fifth move : — 

White. Black. 

6 K. B. to Q. Kt. 6 (cL) 

White interposes his Elnight or Bishop, suppose—* 

6 Q. B. to Q. 2 6 B. takes B. (oh.) 

7 Q. takes B. 

White now Castles, and the game is even. 



EIKO'S knight's opening. 

We now come to the consideration of other 
defences to the King's Knight's attack. One of 
the worst modes of defending the King's Pawn 
is King's Bishop's Pawn one square. Just try 
it:— 

White. Black. 

1 P. to K. 4 1 P. to K. 4 

2 K. Kt. to B. 3 2 P. to K. B. 3 

3 Kt. takes P. . 3 P. takes Kt. 

It would now appear that yon have lost a Knight 
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for a Pawn ; bnt let ns porsne the game, and 
see how the matter stands. White now plays—* 

White. Black. 

4. Q. to K E.5 (ch.) 

Black's only answer is to move his King, ox to 
interpose his King's Knight's Pawn. If ne doea 
the nrst. White's Qneen takes the Pawn, gives 
check, and wins ; if he moves 

4 K. Kt. P. one sq., 

then Qaeen takes Pawn, gives check, and takes 
the King's Book : — 

5 Q. takes P. (ch.) 5 Q. B. or Kt. 

6 Q. takes B*. interposes. 

White has now a !Rook and Pawn for a Elnight, 
and decidedly the best of the game. 

Now let us go back to Black's second move, 
and suppose he defends his King's Pawn by a 
counter-attack thus : — 

1 P. to K. 4 1 P. to K. 4 

2 K. Kt. to B. 3 2 Q. Kt. to B. 3 

• 

Here the game is even, and White moves out his 
Bishop — 

3. K.B.toQ.B.4, 

and then White has the advantage. 

We thus see that the true answer to the King's 
Knight's attack is Queen's Knight to Queen^s 
Bishop's 3rd. Another variation of Black's de- 
fence IS as follows : — 

1 P. to K. 4 1 P.toK. 4 

2 K. Kt.to B 3 2 Q. to K. B. 3 

3 K. B.toQ. B. 4 3 Q.toK.Kt.3. 
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]!9'ow, if Knight takes Pawn, Black Queen takes 
SLinff's Pawn, gives check, and wins the Knight : 
if White defends Black's check with his Queen, 
White takes Queen's Bishop's Pawn, and wins 
the Bishop, or changes Queens, and gets the best 
of the game. Or, if White Queen retires to her 
square. Black can again give check. 

We will now examine another mode of defence 
for Black, the only objection to which is that it 
confines the King's Bishop. The first two moves 
of the White are the same as before : — 

White. Black. 

1 P. to K. 4 1 P. to K. 4 

2 K. K.t. to B. 3 2 P. to Q. 3 

3 P. to Q. 4 3 P. takes P. 

4 Q. takes P. 4 Q. Kt. to B. 3 

attacking White's Queen. White attacks in 
return — 

5 K. B. to Q. Kt. 5, 
which Black replies to by — 

6 Q. B. to Q. 2 

6 Q. to her square 6 Q. Kt. to K. 4 

7 Kt .takes Kt. 7 B. takes B. 

8 Q. to her 5 8 Q. P. takes Kt. 

9 Q. takes Q. P. (ch). 9 Q. B. P. interposes. 
10 K. B. gives check, which is answered bj 

the advance of Black's Pawn. 

And from this point Black also has the best of 
the game, and thus we discover that, afler all, 
the true defence to the King's Knight's attack 
is the advance of Queen's Knight to Bishop's 
third square. 



HANDBOOK OF CHBSH. 47 

Let ti8 now examine a different mode of de- * 
fence to be adopted by Black in answer to the 
advance of £. Xt. to B. 3. We have aeen that, 
hitherto, the only safe reply is Q. £t. to B. 3 ; 
let ns see what comes of the move, known among 
players as Petboff's Attack — 

White. Bkck. 

1 P. to K. 4 1 P. toK.4 

2 K. Kt. to B.3 2 K. Kt. to B. 3 

3 P. to Q. 4 

This last move of the White was first adopted 
by PetroflT, the famous Bussian player. It is 
safe enough ; but not, perhaps, quite so ^ood as 
taking the Pawn. Black defends his position by 
moving — 

3 K. P. takes P. (best) 

and White then advances King's Pawn one 
square, and attacks the Knight^ 

4 P. to K. 5 

Black then either advances with his Knight to 
King's fifth, or moves his Queen to King's 
second, so as to prevent White's Pawn from 
taking the Knight, which he cannot now do, as 
he would leave his King in check. Suppose, then, 
he moves — 

4 Q. toK.2 

the game thus proceeds :-^ 

5 Q. to K. 2 5 Kt. to Q. 4 

6 Kt. takes P. 6 P. to Q. 3 

7 P. takes P., 
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* and attacks the Queen. Black's best play now ia 
to change Queens- 
White. Black. 

7 Q. takes Q. (ch.) 
8 B. takes Q. 8 K. B. takes P. 

and the game is even. 

Vi.BIi.TION I. 

Moves as before. 

4 Kt. to K. 5 
5 Kt. takes P. 

This is the best move for the White ; though 
he may safely move Kind's Bishop to Queen's 
third, and attack the Knight. 

6 P. to Q. 3 

Black may move King's Bishop to Queen's 
Bishop's fourth, and attack the White Knight, 
or Queen's Pawn two squares with equal safety. 

6 P. takes P. 6 K. B. takes P. > 

or Black may take the Pawn with his Queen, and 
so prevent the White Knight from moving, 
without endangering a change of Queens. 

7 K. B. to Q. B. 4 7 K. B. to Q. B. 4 

8 Q. B. to K. 3 8 Castles 

9 Uastles 

and the game is again even. 

VABIATION II. 

3 Kt. takes P. 
4K.B.toQ.3 4 P. to Q. 4 

5 Kt. takes P. 



(' 
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and from this point the opening offers no 
advantage to White. 

If Black, in answer to White's second move, 
advance Qneen's Pawn two squares, he has 
rather the worst of it, and will be obliged to 
sacrifice a Knight. This, however, is no great 
disadvantage to a fine player in this opening, 
as was proved by Mr. Cochrane some years 
since. 



Before we dismiss this fine opening, it will be 
well to examine a few remaining methods of 
defence left to the second player. Each player 
having advanced his King's Irawn two scjuares, 
the first moves his King's Knight to Bishop's 
third— 

White. Black. 

1 P. to K. 4 1 P. to K. 4 

2 K. Kt. to B. 3 

We have seen the effect of Black replying by 
moving Pawn to King's Bishop's third — ^he lost 
the game. The advance of either of his centre 
Pawns we have also seen to be a loss, or at least 
no gain, to the Black. The counter-attack by 
Queen's Knight to Bishop's third we found to 
result in advantage ; and the advance of Queen 
to King's second we saw confined the King's 
Bishop. Other ways of defending King's Pawn 
have been examined and found to be aefective, 
But now, instead of defending the Pawn, suppose 
Black determines to make an independent attack^ 
We open as usual— 

D 
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White. Black. 

1 P. to K. 4 1 P. to K. 4 

2 IT. Kt. to B. 8 

and now Black moves — 

2 P. to Q. B- 3 

We will plaj a few moves of an actual game in 
illustration of this move of the Black — 

3 Kt. takes K. P. 3 Q. to K. E. 5 

4 Q. to K. B. 3 4 K. Kt. to B. 3 
6 P. to Q. 3 5 Q. to K. E. 4 

6 Q. B. to K. B. 4 6 P. to Q. 3 

7 K. Kt. to Q. B. 4 7 Q. takes Q. 

8 P. takes Q. 8 P. to Q. 4 

White has now a doubled Pawn ; and by his 
last move, Black attacks King's Kni(>;ht, and 
obtains a very strong position. Slack has broken 
np White's centre Pawns and has the best of the 
game. For, if White attacks King's Knieht in 
return, he still has no advantage, for Black can 
move his Knight, and still retam his position. In 
the end. White will have to move his King with- 
out castling, or else consent to lose his Queen's 
Eook's Pawn, or double another Pawn on the 
exchange of Knight for Bishop. 

Let us try another reply to White's second 
move. 

If Black replies by moving King's Knight to 
Bishop's third, it simply leads to a drawn game 
between even players. In moving Queen's 
Knight to Bishop's third square, Black has not 
only the advantage of a counter attack, but he 
also defends his centre. It will nearly always be 
found advantageous for the defending party to 
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castle early in the game, or lie will have to move 
his King : par exemple, in the regular Giuoco 
Piano of the Italians : — 

White. Black. 

1 P. to K. 4 1 P. to K. 4 

2 K. Kt. to B. 3 2 Q. Kt. to B. 3 

3 £1. B. to Q. B. 4 3 K. B. to Q. B. 4 

4 P. to Q. B. 3 4 K. Kt. to B. 3 

5 P. to Q. 4 5 P. takes P. 

6 P. to R . 5 * 6 K.Kt. toK. 5 (weak) 

7 K. B. to Q. 5 

This is the best move for the White, as it forks 
the two Knights. If Black now takes Pawn 
with Pawn, White must exchange Pawns, and 
then Black can either give check with the Bishop, 
or take King's Bishop's Pawn with his Knight, 
and fork the Queen and Book. Therefore from 
this point. Black has the best of the game. But 
if, instead of taking the Pawn, Black moyes^> 

7 Kt. takes K. B. P. 

The White King must take the Knight or lose 
his Book. He takes the Knight — 

8 K. takes Kt. ; 

Then Black take Pawn with Pawn, and discovers 
check with his Bishop. White King has now 
three squares to which to retreat. His safest 
place is, perhaps. Kind's Knight's third square. 
Well, then, the deduction I draw from this ex* 
amination is, that the best answer to the King's 
Knight's attack is Queen's Knight to Bishop's 
third ; in fact, the Giuoco Piano, to befollowe<^ 

D 2 
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on White adyancin^Qneen's Bishop's Fawn one 
square, by Xine*s Slnight to Bishop's third, or 
Queen to Kings second. In fine, the regular 
result of this opening is a safe and even game. 



THE EYANS GAMBIT. 



Oneof the most popular variations of the Giuoco 
Piano is known by the above name, it having 
been invented a few years since by Captain W. 
I). Evans, of the Boyal Navy. It is as follows s — 

White. Black. 

1 P. to K. 4 1 P. to K. 4 

2 K. Kt. to B. 3 2 Q. Kt. to B. 3 

3 £. B. to Q. B. 4 3 K. B. to Q. B. 4 

4 P. to Q. Zt. 4. 

This last move of the White constitutes the 
Gambit. The sacrifice of this Pawn — the least 
Taluable on the board — is believed to result in 
advantage to the player. Indeed, on the first 
introduction of this Gambit, it was thought to be 
irresistible. What now has Black to do P If he 
retires his Bishop, White has the advantage; 
for he can either support the Gambit Pawn or 
attack the Knij^bt. If Black takes the Pawn, 
he allows his Bishop to be drawn ofi* the diagonal 
by which he attacks White's weakest point^his 
iLing's Bishop's Pawn — and opens two important 
diagonals for White's Queen's Bishop, oesides 
enabling the first pi aver to castle in safety. If, 
on the other hand, Black takes the Pawn with his 
Slnight, you attack him with Queen's Bishop's 
Pawn, and he must retire to his former place (as 
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best), and you have a strong attack. But if, when 
Knight takes Pawn, jou should take Black's 
£ing*8 Pawn with your Knight, you lose the 

Same by your adversary moving his Queen to 
ling's Bishop's third. The best move lor Black 
is, notwithstanding present disadvantage,-— 

White. Black. 

4 B. takes P. 

and the game then proceeds with evident advan- 
tage to the White :-— 

5 P. to Q. B. 3 5 B. to Q. B. 4 (best) 

White usually castles as his next move, but some 
writers recommend the advance of Queen's Pawn 
two squares, attacking the Bishop ; but it is 

Questionable whether this is the strongest attack, 
prefer to castle. 

6 Castles. 

If, now, the Black Bishop moves to Queen'9 third 
White answers by Queen's Pawn two squares. 
But suppose the Black Bishop to move — 

6 K. Kt. to B. 3 
then White moves — 

7 Kt. to K. Kt. 5 

and Black— 

7 Castles ; 

and White has the better game. 

But if Black, at his fifth move, retires his 
Bishop to B.ook'8 fourth. White castles, and im- 
mediately afterwards advances Queen's Pawn two 
squares, and has a strong position. 
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A good defence for the Black is the fol- 
lowing :— 

Moves from 1 to 6 as before. 

White. Black. 

6 B. to B. 4 

6 Castles 6 K. Xt. to B. 3 

7 P. to Q. 4 7 P. to Q. 3 

8 Q. to Q. Xt. 3 8 Castles ; 

and White has still the best game. 



VARIATION. 

Mores from 1 to 6 as before. 

6 B. to Q. R. 4 

6 Castles 6 P. to Q. 3 

7 P. to Q. 4 7 P. takes P. 

8 P. takes P. 8 B .to Q. £t. 3 (best) 

White's best play is — 

9 Q. B. to Q. Kt. 2 9 K. Kt. to B. 3 

10 P. to K. 6 (best) 10 P. takes P. (best) 

11 Q. B. to E. 3 11 Q. B. to Z. 8 

which fully answers White's attack, and gives 
Black the best of the game. 



The very best way of illastrating this inte- 
resting opening is to play an actual game, and 
show the youtnful student the reasons of the 
moves. Tne five first moves being the same af 
before— 
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Black. 

6 P. to Q. 3» 

7 P. takes P. 

8 B. to Q. Kt. 3 

9 Q. B. pins the Kt.* 

10 P. to ft. 3 

11 P. to Q. 4 

12 Q. takes P. 

13 B. takes E. Kt. 

14 B. takes Q. 

15 P. takes £t. 

16 K. B. P. one 

17 Doubled P. one 

18 P. takes B. 

19 E. to Et. sq. 

20 E. to B. 2 

21 E. to Et. 3 



White. 

6 Castles 

7 P. to Q. 4 

8 P. takes P. 

9 Q. B. to Q. Et. 2 

10 E. B. pins Q.E.» 

11 B. to Q. E. 4* 

12 P. takes P. 

13 Q. Et. to B. 3 

14 Et. takes Q. 

15 Et. takes Q. B. 

16 Q. E. takes B. 

17 Q. P. advances 

18 P. takes Et. 

19 P. takes P. 

20 E. E. chs. 

21 Q. E. chs. 

22 Q. B. to E. 3 

and White Wins easily. 

It will be seen that Black's sixth move was 
weak, resulting in a rapid exchange of pieces, and 
eventual loss of the game. 

queen's bishop's pawn's opening. 
He who would make himself thoroughly master 
of the noble game of Chess, must examine every 
possible style of play. This opening was pro- 
nounced unsoimd oy the great Pnilidor, but more 

^ Instead of E. Et. to. B. 3. 

' Weak play. E. Et. to B. 3, as in the former 
game, would have been better. 

s Might have played Q. to E. Et. fi, which Black 
would have answered by Q. Et. to B. 4, and even- 
tually have secured a better game. 

^ If White moves Queen's Pawn one square, E. to 
E. B. square. 
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modem players have thon^ht fit to call his judj^- 
zneut in qneation. It is, m fact, though not n 
very brilliant dSbut, a perfectly safe opening for 
the first player, and may sometimes be adopted 
with advantage. The following are the moves. 
They are taken from a game played by Mr. 
Morphy in France :— 

White. Black. 

IP. to K. 4 lP.toK.4 

2 P. to Q. B. 3' 2 K. Zt. to B. 3« 

3 P. to Q. 4» 3 Kt. takes P. 

4 Q. P. takes P. 4 K. B. to Q. B. 4* 

5 Q. to K. Kt. 4* 5 Kt. takes K. B. P. • 

6 Q. takes K. Kt. TJ 6 K. E. to B. sq. 

7 Q. B. to K. Kt. 6» 7 P. interposes • 

8 P. takes P.^^ 8 E. takes P.' 

9 B. takes E. and wins 

^ Tbils move g^ves the name to the opening. 

' The safest answer. If Black had moved K. B. P. 
two squares, White would have taken the Pawn, and 
gained a slight advantage. At present Black's Kt. 
attacks White's K. P. 

^ If Black takes K. P. with Kt., you have a Pawn 
in exchange, or advance your Q. P. and obtain a strong 
position. 

* A weak move. The better play would have been 
to have advanced Q. P. two squares. 

» The best move ; for though White's K. B. P. is 
attacking, your Queen is in a strong position. 

^ Attacking his Book and Queen. 

^ Black cannot now take his Rook without danger. 

^ Attacking the Black Queen. If Black interposes 
his Bishop, White exchanges Bishops, and afterwards 
takes Kt. with his K. 

^ The best move under the circumstances. 

^0 Good. If now Bhick takes his R., White checks 
with Mb p. and wins the Q. 
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Let my readers play this i;aine from Black's 
fifth mt>ye ; the latter taking K, 6. P. and jg^iving 
check. It will be found that White has still th& 
best game. Or if, for Black's fifth more, he ad- 
vances his Q. P. two squares, he will discorer 
that White has the game notwithstanding. It 
is not necessary that we should give the moves. 
Try for yourselves. 

king's knight's gambit. 

In a former page I explained the nature of 
the Zing's Gamoit, which, it will be recollected, 
turns on the sacrifice of the King's Bishop's 
Pawn at the first player's second move, in order 
to break up his opponent's central position. After 
sacrificing the Gambit Pawn, the first player 
moves King's Znight to Bishop's third square, 
and so on. The opening known as the Xing's 
Knight's Gambit, is a variation of the King's 
Gambit, in which the first player advances tiie 
King's Book's Pawn before bringing out his 
King's Bishop. The game opens thus :— 

White. Black. . 

1 P. to K. 4 1 P. to K. 4 

2 P. to K. B. 4» 2 P. takes P. V 

3 K.Kt.toB.3 3 P. toK. Kt. 4» 

4 P. to K. E. 4 4 K. Kt. P. advances * 
6 K.Kt.toK.5< 6 P. toK.E.4» 

6 K. B.toK.B.4« 6 K. E. tohis2J^ 

7 P. to Q. 4 7 P. to Q. 3» 

8 Kt. to Q. 3' 8 K. B. P. advances 

9 P. to K. Kt. 3 

■ 
^ As in the King's Grambit. 
' Supporting the doubled Pawn. 
^ Better than taking his Pawn, as it obliges White 
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and White now has the best of the game. If 
White attack Queen with Bishop, Black ^checks 
with Fawn, and weakens your position. From 
its very nature, however, this may be considered 
a lost game for the White. Let my readers now 
pursue the game from this point. 

king's book's fawn's gambit. 

This is an opening seldom adopted, but it is 
interesting as exhibiting another variety in our 
noble game. It commences thus : — 

White. Black. 

1 P. to K. 4 1 P. to Z. 4 

2 P. to K. B. 4 2 P. takes P. 

We now come to the variation from the King's 
Gambit, from which opening it derives its name. 



to move his Kt. If Black had moved his K. B. P., 
White would have taken K. Kt. P., sacrificed his Kt., 
and afterwards given check with his Queen on K. B. 
6, and speedily won the game. 

* Kt. to his fifth constitutes the Allgaier Gambit, 
which we shall consider hereafter. 

' The best move for Black. 

^ Threatening K. B. P. with Kt. or B. ; in either 
case disagreeable for Black. 

^ Or Black can play his Kt. to R. 8, and so defend 
his K. B. P. 

^ Von Der Laza suggests the advance of P. to K. 
B. 6, as better play, as then Black probably obtains 
the Kt. 

' Kt. obliged to retreat, or he might move to his 
6th, in which case, if P. tookliim, White would take 
K. Kt. with his B., and attack his B. 
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Instead of White playing King's Xmght to 
Bishop's third, he moves 

White. Black. 

3 P. to K. E. 4 ; 

this move not only prevents Black from giving 
check with his Queen, but it also disables him 
from supporting the Gambit Pawn. Black's best 
play then is 

3 E. B. to Z. 2 

attacking the advanced Pawn. To support his 
position, White plays 

4 £:. Kt. to B. 3. 

It is clearly waste for Black now to take the Pawn, 
so he plays 

4 P. to Q. 3, 
which White answers by 

6 P. to Q. 4. 

If Black now replies by moving his King's 
Knight's Pawn two souares. White takes Pawn 
with Pawn; and if ne recaptures Pawn with 
Bishop, you answer bv advancing King's Knight's 
Pawn one square, ana vou have a strong position. 
Black's best play, therefore, is to pin the 
Knight : — 

5 Q.B.toK.Kt.5 

White's best play is now to take the Gambit 
Pawn, for if he moves Queen's Knight to Queen's 
2, he obstructs the advance of his Bishop, and 
allows his antagonist to move out his Knight 
and Castle. 

6 K. B. takes P. 6 B. takes E. P. (ch.) 
Now, if you take Bishop with Book (you cannot 
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take it with Knight, or yon lose jonr QueoD), he 
takes Znifcht with Bishop, and attacks your 
Qaeen. Your better play, therefore, is to push 
on your Fawn, and attack the Bishop. 

White. Black* 

7 P. toK. Kt. 8; 

this obliges Black to retire his Bishop or lose it. 
He plays : — 

7 K.K.B.toZt. 4 

8 B. takes B. 

Black can now either take Bishop or Knight. 
If he takes the Bishop, he forces a change of 
Queens, he therefore takes the Knight. 

8 B. takes Kt. 
This obliges Queen to take Bishop. 

9 Q. takes B. 9 Q. takes B. 

Wliite's next move is to bring out his Queen's 
Knight to prevent Black giving him check with 
his Queen on his Bishop's eighth. 

10 Q. Kt. to B. 8. 

From this point White has a good attacking 
position ; for he can move out his King's Bishop 
and threaten mate ; but this Black prevents by 
advancing his King's Bishop's Pawn : — 

10 P. to K. B. 3 

White may now rapidly bring the game to an 
issue :— 

11 Q. to K. R. 6 (ch.) 11 P. to K. Kt. 3 

12 Q. takes Q. 12 P. takes Q. 

13 K. B. to Q. B. 4 13 Q. Kt. to B. 3 

14 Castles on Q. side 14 Castles 

15 Q. P. advances 15 Kt. to Q. B. 4 
26 B. to Kt. 2. 
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Now, whatever Black does, White has the ad- 
vantaf^e of position, and ought to win. Let the 
student pky out the game with a competent 
opponent from this point. 



Before dismissing this opening, we may as well 
examine another kmd of defence, which though 
powerful, depends for its success on the mode of 
attack adopted by the first player. Either 
colour may move hrst, but for the sake of uni- 
formity, writers on chess have assumed that 
White always has the first move. The first three 
moves for each player are the same as before : — 

White. Black. 

1 P. to K. 4 1 P. to K. 4 

2 P. to K. B. 4 2 P. takes P. 

3 P. to K. E. 4 3 K. B. to K. 2. 

Now White varies the attack. Instead of moving 
out his Knight to defend the advanced Pawn, he 
moves — 

4 Q. to K. Kt. 4 ; 

to which Black replies by 

4 £. Xt. to B. 3, 

attacking the Queen; or Queen's Pawn two 
squares, which we will examine presently. Pre- 
suming the Knight to be brought out. White 
takes Knight's Pawn, which is weak, as we shall 
see presently, or retires his Queen. 

5 Q. takes Z. Kt. P. 5 E. attacks Q. 

The Queen must now retire to her Book's 6th, 
or make a fearful sacrifice. She moves — 

6 Q. to E. 6 6 Z. B. to Q. 3 

7 P. to K. E. 6 7 E. to K. Kt. 6 

8 P.toK. 6, 
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attacking Bishop and Knight. The best play for 
Black is now to take the Pawn, by which he 
secures a fine position and ought to win the game. 
If White now attacks the !Rook with his King's 
Bishop, Black can advance the Gambit Pawn. 
If Wnite takes the Pawn, Black threatens his 
opnonent's Queen by moving first to his Queen's 
drdy and afterwards to his own sauare. We see, 
tiien, that this attack is bad for tne White. We 
mat try anotiier ^ame. Instead of taking King's 
Knight's Pawn witk Qoeezu White, as his fifth 
move, takes the Gkmibit Pawn : 

White. Black. 

5 Q. takes P. 5 Castles 

6 P. to Q. 3 6 P. to Q. 4 

7 K. P. advances, 

attacking the Knight. 7 K. to E. 4, 

attacking the Queen, who is obliged to retire. 
Her best move is, perhaps, 

8 Q. to K. B. 2 8 P. to K. B. 3 

White must take the ofiered Pawn, and Black 
has the better game. 

We will now try the variation from White's 
fourth move. Instead of moving out his Knight, 
Black advances his Queen's Pawn two squares, 
which, at this point of the game, is considered 
the best move. Let the student replace the 
pieces, and play moves one to three as oefore. 

4 Q to K. Kt. 4 4 P. to Q. 4 

5 Q. takes K. P, 6 P. takes P. 

6 Q. takes P. 

Kow Black attacks with his Knight, 

6 K. Kt. to B 8, 
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and Queen is obliged to retreat. She moves — 

White. Black. 

7 Q. to Z. B. 3 (best) ; 

for, if Queen gives check, Black interposes bis 
Bishop, and obliges her to move again. And we 
know how useful is the adage "avoid useless 
checks." 

7 Castles 

8 £:. B. to Q. R 4 8 Q. B. to Kt. 5, 

attacking the Queen, which must be moved 
again. She therefore takes a Pawn and attacks 
Queen's Book. 

9 Q. takes Q. Zt. P. 9 Q. to Q. 3. 

White cannot now take the Castle, for Black 
threatens mate by moving to King's Knight 6, 
and giving check. White, therefore, must come 
back into ner own quarters,— 

10 Q. to Q. Kt. 3. 

This prevents Black's threatened move. 

10 Q. Kt. to B. 3, 

threatening to attack Queen and Bishop at his 
next move. From this point Black has de- 
cidedly the best game. From all which we 
deduce the fact that the best moves in this 
opening, for the White, are those given in the 
previous page. Play a few rapid moves, and try 
this, — 

U.K. Kt. toB. 11 B. toK. 3 

12 B. takes B. 12 Q. (or P.) takes B. 

13 Q. takes Q. 13 P. takes Q. 

14 Castles, &o., &o. 
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THE ALLGAIER GAMBIT. 

TbiB fine opening turns on the sacrifice of a 
Knight in excnange for two Pawns. It was in^ 
vented by the famous German player, from 
whom it has derived its name. It is, as can be 
seen, a variation of the King's Gambit. By it 
the first player acquires a strong attack ; but if 
he is not very careful he soon loses any advantage 
he mav have gained. Let us play a game by 
way of trial. 

White. Black. 

1 P. to K. 4 IP. to Z. 4 

2 P. to K. B. 4 2 P. takes P. 

So far the King's Gambit. Kow comes the 
variation,— 

3 K. Kt. to B. 3 3 P. to K. Kt. 4 

4 P. to K. B. 4 4 P. advances 

If Pawn had taken Pawn, Knight would have 
retaken it, and White would have had the best 
of the ^me. If instead of advancing the Knight 
Pawn, Black had defended it with King Bishop's 
Pawn, White would attack with his Queen, and 
speedily induce a series of exchanges. White 
now plays — 

5 K. Kt. to his 5th 6 P. to K.B. 3 

This move of the White constitutes the ^Igaier 
Gambit, the Knight having moved here purposelv 
to be t^en if attacked by either Pawn. Black a 
is a better move than attacking the Knight vitk 



HANDBOOK OF CHB80. 65 

either of tHe Pawns, as it prevents tlie Queen 
£rom taking tLe Swing's Xnight's Pawn. 

White. Black. 

6. £. B. to Q. B. 4 6 K, Xt. to E 3 

defending the King's Bishop's Pawn, 

7 P. to Q. 4 7 P. to K. B. 3 

attacking the Xnight, 

. 8 Q. B. takes P. 8 P. takes Xt. t 

this loss of the Xnif^ht constituting the Gambit. 
Now White can either take Pawn with Pawn 
or with Bishop, and attack the Queen. The 
best play is— 

9 P. takes P. 

which obliges Black to more his Xnight, or lose 
it. He plays — 

9 X. to X. B. 2 

If Xnigh^t move to his own square, White 
moves Queen's Bishop to Xing's 5, attacking 
tide Book. 

10 P. advances, 

and attacks l^e Xnight. What now must Black 
do to defend ^lis rauier bold attack P He plays, 
as his best move, 

10 Xt. to his 4 

11 Q. to Q. 2. 

This is, perhaps, better than attacking Book with 
Bishop; but uie latter move defends the Xing's 
Pawn. 

11 Xt. takes X. P. 
and attacks the Queen. 

B 
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White. Blaok. 

12 B. to his 7 (oh.) 12 K. to K. 2, 
Black's only move. 

13 Q. B. to K. Kt. 6 (ch.) 

Black must now interpose his Knight, or take 
die Bishop. He plays, as best — 

13 Kt. interposes 

14 Q. to K. 3 (ch.) 14 K. to Q. 3, 

bis only move. 

15 P. to Q. B. 4 

This is admitted to be the best move for the 
White, as it restricts the Black Xing. Allgaier 
plays Queen to £ing 5, and gives check in place 
of last move, and afterwards takes Knieht and 
attacks both Queen and Book. Blac£*s best 
move is to advance his Queen's Bishop's Pawn. 

15 P. to Q. B. 4 

16 Q. to K. 5 (ch.) 16 K. to Q. B. 3 

17 K. B. to Q. 6 (ch.) 

Now, if Black takes Bishop with Knight, he 
loses his Queen. He therefore plays — 

17 K. to Q. Kt. 8 

18 P. to Q. R. 4 18 P. to Q. E. 4 

19 B. takes Kt. 

Now whatever Black does, he must lose the 
game. Let my readers play it out from this 

Joint, and communicate the result. From the 
5th move the principal writers on Chess say 
that Black ought to be beaten in five or six moves 
at most. I leave his game now to the ingenuity 
of the student. 
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It must not be supposed that a sufficient know- 
ledge of this opening can be acquired by mere 
reading. It must be practised over and over 
affain, till the student has thoroughly conquered 
the secret of its strength, and the best mode of 
defence to its attack. 



THB HUZIO aAHBlT. 

This opening is a variation of the well-known 
Sling*s Grambit, and turns upon the sacrifice of 
a Knight by the first player, in order to obtain a 
good attacking position. This game takes ita 
name from its inrentor, Signor Muaio, who, sa;fB 
Sarratt, in his translation of the treatise of Salno 
on the game of Chess (1634), " commonly won 
it of his adversary, Don Ueronimo Cascio." This 
opening has been examined by all the great 
writers and players of our own and the gone-by 
times; and the conclusion ja^enerally arrived at 
is, that the first player exercises a wise discretion 
in making the sacrifice of the Knight, and ob- 
tains at least an even game. Indeed, says 
Walker, " if we could Ctistle as in Italy, with 
King at once to corner, the Muaio would be a 
forced won game for the first player," that is, 
presuming the first player could obuge his oppo- 
nent to tiucethe Knight, which he cannot That 
one little objection to the Muaio Gambit can 
never be overcome ; nevertheless, if the second 
player be induced to attack King's Knight with 
Pawn at the fourth move, he can at best only 
hope to obtain a drawn game. To test this, we 
win play a game in which the regular attack is 
met with the regular defence. Like most ** regu* 
lar " things, it is liable to be controverted, 

B 2 
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White. Black. 

1 P. to K. 4 X P. to Z. 4 

2 P, to K. B. 4 2 P. takes P. 

Tlus is the regular King's Gambit, whicli is fol 
lowed by the usual moTe of the Knight : 

3 K. Kt. to B. 3 3 P. to K. Kt. 4 

4 K. B. to Q. B. 4 4 K. Kt. P. adyances 

and attacks the White Knight. Now, instead o; 
going back to his square or moving to Queen 'i 
4th, White Knight remains to be taken by tb 
Pawn, White therefore 

5 Castles, 

and offers the Knight as a sacrifice, which Blael 
accepts, and so the Muzio Gambit is renderec 
complete. 

6 P. takes Kt. 

6 Q. takes P. 

As a further exemplification of this opening 
we present our readers with the moves of a garni 
between Mr. Staunton and Mr. Eeeves, in whicl 
the former makes a variation in the attack. In 
stead of Castling at his fifth move, the firt 
plaver advances his Queen's Pawn two squarea 
and Castles at his seventh move. z 

White. (Mr. S.) Black (Mr. R.) 

1 P. to K. 4 1 P. to K. 4 

2 P. to K. B. 4 2 P. takes P. 

3 K. Kt. to B 3 3 P. to K. Kt. 3. 

4 K. B. to Q. B. 4 4 K. Kt. P. advancea* 

ft 

^ The advance of the Pawn at this position of th 
game appears to be the best thinff ^ack can do ; b^ 
in the opinion of many players, that ad?ance rendel 
it a lost game for the second player. ^ 
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Black. White. 

6 P. to Q 4« 5 P. takes Kt.' 

6 Q. takes P. 6 K. B. to K. E. 3* 

7 Castles* 7 P. to Q. 4 

— ■ ' ■ I'^i ■ / • • m i n - 

* Mr. Lewis, referrixig to this deviation from the 
usual way of playing the Muzio Gambit, says — ** The 
ideaof this more occurred to me as far back as 1817 ; 
and I then mentioned it to Sarratt, and afterwards 
^examined it with Mr. Brand, who concurred with me 
in opinion that the best defence against it was playing 
Queen's Pawn two squares also." This move is not, 
however, the sole property of Mr. Lewis, for it is ad- 
verted to (as quoted by Mr. Staunton in the Cheaa 
Player* 8 Chronicle) in an ''Analysis of the Muaio 
Gambit," published at Madras about the same time. 
It has since been examined by Yon Der Lasa, Jaeniscb, 
G.*^ Walker, and others, and the general conclusion 
arrived at is, that it is inferior to Castling. In Mr. 
Walker's Art of ChesS'Play, he shows that the second 
player has a good defence, if the first neglects to Castle 
at his fifth move ; but ** While Castling at move five, 
Black must be content, at best, with a drawn game." 
It would seem, then, that the Musdo Gambit is a good 
and safe game for the first player. Well, so it is, only 
,it is open to this little objection — that its acceptance 
cannot be forced upon the second player. 

' I venture to differ from Mr. Lewis in thinking 
this the best move for the Black. Having the Knight, 
Black may as well secure all the advantages of his 
attack. If, in answer to the advance of the Queen's 
Pawn, he had also moved Queen's Pawn two squares, 
White would take Pawn with King's Bishop, and then 
make good his retreat. 

* Better play than defending the Pawn with the 
Queen on King's Bishop third, from which square she 
may, and undoubtedly would, be driven by the advance 
Cff White's King^s Pawn. 

' White's attack is now vei;y strong, for he must 
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White. 

8 B. takes Q. P. 

9 B.takesK.B.F.Ccli. 

10 Q. B. takes P. 

11 Q. takes B. (ch.) 

12 K, P. advances 

13 Q. X. to B. 3 
U Q. Zt. to Z. 4^ 

15 P. takes Zt. 

16 Z. P. advances 

17 Q. to Z. E. 6 

18 Z. to Z. Zt. 5 

19 P. to Z. E. 3 

20 E. takes Zt.» 

21 Z. to E. 2 



Black. 

8 P. to Q. B. 3 
) 9 Z. takes B. 

10 Z. B. takes B.« 

11 Zt. interposes' 

12 Q. Zt. to Q. 2 

13 Z. E. to Z. sq. 

14 Z. to Zt. sq. 

15 Z. to E. sq. 

16 E. to Z. B. sq. 

17 Q. to Z. 2 

18 Zt. to Z. B. 

19 Q. B. to Q. 2 

20 Q. to Z. 6 (ch.) 
And Black resigns. 



THB SCOTCH GAMBIT. 



This opening received its present name from the 
fact that it was greatly practised in the cor* 
retpoodence matcSi between the London and 



defend the isolated Fawn or lose the game in a few 
moves. 

* This would appear a needless sacrifice on the part 
of the Black of a good working piece ; but if he had 
not done this, he would have lost his Queen or Bishop 
at the next move, by White moving Bishop, and dis- 
covering check. 

' Not the best move. 

' Threatening to give check next move. Black sees 
that, and moves his Zing. 

' Of course White could have taken the Znight with 
aither Queen or Book. 
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Edinburgh Clubs some years ago. It is also 
known as the Queen's Fawn Two Opening, and 
the Central Gambit. But by whatever name it 
is called, the player who adopts it obtains a fine 
raking attack ; and it has this further advantage, 
that even should it fail, no particular damage is 
done to the first player. It will be seen that this 
opening is but a variation of the Giuoco Piano, 
and that it results in a perfectly even game. The 
moves are — 

White. Black. 

1 P. to K. 4 1 P. to K. 4 

2 K. Zt. to B. 3 2 Q. Zt. to B. 3 

3 P. to Q, 4. 

This third move of the first player gives the 
name to the opening, and constitutes the gambit. 
It is the opinion of most writers that the second 
plaver must take the pawn or consent to a very 
Dad position. Now, just look over the board ; if 
Black refuses to take the Pawn, White pushes it 
forward and attacks the Knight, besides obtain- 
ing a capital place in the centre of the board. 
Even as the pieces stand before Black makes his 
second move. White has a fair open field before 
him, with a range for both Bishops. Of course 
Black (the second player) may either take the 
Pawn with Knight or Pawn. The best play is 
to take Pawn with Pawn — 

8 P. takes P. 

4 K. B. to Q. B. 4 

This is considered better play than taking 
Pawn with Knight, which would probabljr lead 
to a change of pieces, which is needless in all 
oases where no advantage is obtained. The next 
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more of the Black ii uraally to give check with 
the Bishop— a sound, but rather risky more^ 

White. BUck. 

4 K. B. (ch.) 

There are three answers to this more: tou 
may interpose Bishop* Knight, or Pawn. The 
be(rtis— 

6 P. to Q. B. 3 5 P. takes P. 

As his sixth move, White may either take 
Pawn with Pawn or Castle. Coclurane proposed 
the first method, but it is not qnite safe ; for if 
Black retreats with his Bishop to Qaeen's Book's 
4th, White has no better move than to advance 
his King's Pawn. To this Black replies by 
pushing his Queen's Pawn two squares — the 
moTe^ advocated by St. Amant — or by bringing 
out his King's Kniffht to King's 2nd square— the 
moye proposed by Major Jaeniscb, the celebrated 
German analyst. The safest move for the White 
is to 

6 Castle 

The game is now fairly opened. Black mhj 
take Pawn, but his better move is to advance his 
Pawn and fork Queen and Knight. We will play 
a few moves thus—' 

6P.toK.B.7 

7 a takes P. 7 P. to Q. 3 

8 P.toQ.E.3 8 K.B.toQ.B.4 

9 P. toQ.Kt.4 9 K.BtoQ.Kt.3 
10 Q. B. to Q. Kt. 2 10 K. Kt. to B. 3 

And from this point the game is even— the 

fpsition of the Winte being quite equal to the 
^awn gained by the Black. 
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ILLUSTBATIYB GAHE8. 

I coKOLUixB this portion of my little l>ook with a 
•election of a f^w IllustratiTe Games.' 

I. Kino's OAHBIT. 

A game played in the match between Mr. 
Morphy and 3ir. Mongredien, President of the 
Lonoon Ch^ss Club,hela at Porsell's, Comhill :— 

White (Mb. MovoBXDiBit). Black (Mb. Mobfht). 
IP. to K. 4 lP.toK.4 

2 P. to E. B. 4 2 P. takes P. 

3 B. to B. 4 3 P. to Q. 4 

4 B. takes P. 4 £t. to K. B. 3 
6 P. to Q. 3 5 Et. takes B. 

6 P. takes Zt. 6 Q. takes P. 

7 Q. toK.2(ch.) 7 B.toK.3 

8 B. takes P. 8 Kt. to Q. B. 3 

9 Et. to X. B. 3 9 Castles 

10 Et. to Q. B. 8 10 B. to Q.Xt. 5 

II Castles (E. E.) 11 Q. to E. E. 4 

12 P. to Q. E. 3 12 B. to B. 4 (ch.) 

13 E.tol[. 13 B.toE.Et.6 

14 Q.toQ.d 14E.E.toE. 
16 Q. E. to E. 15 B. takes Et. 

16 E. takes B. 16 E. takes E. (ch.) 

17 Q. takes E. 17 Et. to' Q. 6 

18 E. to E. B. 18 Et. takes P. 
19Q.toB. 19Et.toQ.5 
20P.toQ.Et.4 20B.toQ.3 
21 B. takes B. 21 E. takes B. 
22Q.toE.3 22Et.toB.4 
2datoB.3 23 a takes Q. 
24E.takesQ. 24 E.toQ.B.d 

25 Et. to E.2 25 Et. to Q. 5«aadiriiuu 
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II. Eliro's knight's OAlfr£. 

White (Mr. Mongbediek). Black (Mb. Lowevthal). 

1 P. toK:.4 1 P.toK.A 

2 P. to Z. B. 4 2 P. takes P. 

3 Kt.toK:.B.3 3 P.toK.K:t.4 
4B.toQ.R4 4B. toE:t.2 
6P.toQ.4 6P.toQ.3 

6 Castles 6 Kt. to Q. 2 

7 P.toK.6 7 Kt. toKt. 3 

8 B. to Kt. 3 8 P. to Q. 4 

9 Kt. toQ.B.3 9 P. toK. E. 3 

10 B.toQ.2 10 Kt. toK. 2 

11 Q.toK. 11 P. toQ. E. 4 

12 Kt. to Q. E. 4 12 Kt. takes Kt. 

13 B. takes Kt. (ch.) 13 P. to Q. B. 3 

14 P.toQ.B.3 14 B. toK.B.4 

15 E. to Q. B. 15 Kt. to Kt. 3 

16 B. to B. 2 16 B. takes B. 

17 E. takes B. 17 P. to Kt. 6 

18 B. takes P. ' 18 P. takes Kt. 

19 E. takes P. 19 Q. to K. 2 

20 E. to K. 2 20 Castles K. E. 

21 B.toKt.3 21 Q.E.toK. 

22 Q.toQ.2 22 P.toK.B.4 

23 B. to B. 4 23 Kt. takes B. 

24 Q. takes Kt. 24 Q. to K. 3 

25 P.toK.E.3 25 E. to K. 2 

26 Q.E.toK.B.a 26 K.toE.2 

27 Q. to Q. 2 27 P. to K. E. 4 

28 Q.toKt.5 28 B. to E. 3 

29 Q. takes E. P. 29 Q. to Kt. 3 

30 E. takes P. 30 E. takes E. 

31 E. takes E. 31 Q. takes Q. 

32 E. takes Q. 32 K. to Kt. 3 

33 P. to K. Kt. 4 83 E. to K. B. 2 
S4P.toK.6 d4E.toK. 2 
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White. Black. 

36 B. to K. 5 35 K. to B. 6 

36 P. to K. E. 4 36 B. to B. 8 
After a few moves Mr. M. resigned. 

III. YABIATION OF THE SCOTCH OAXBIT. 

White (Mb. Falkbseb). Black (M. Zitooobski). 

1 P. to K. 4 1 P. to K. 4 

2 P. to Q. 4 2 P. takes P. 

3 B. toQ. B. 4 3 Q. toK.K. 5 

4 Q. to K. 2 4 B. to Q. Kt. 6 (ch.) 

5 P. to Q. B. 3 5 P. takes P. 

6 P. takes P. 6 B. toQ.B.4 

7 Kt. to K. B. 3 7 Q. to E. 4 

8 P. to K. Kt. 4 8 Q. takes Kt. P. 

9 B. takes P. (ch.) 9 K. to B. 

10 E. to Kt. 10 P. to K. E. 4 

11 E. takes Q. 11 P. takes E. 

12 B. takes Kt. 12 P. takes Xt. 

13 Q. to Q. B. 4 13 P. to Q. 4 

14 Q.takesB., and wins. 

BYANS GAMBIT. 

1 P. to K. 4 1 p. to K. 4 

2 K. Kt. to B. 3 2 Q. Kt. to B. 3 

3 Z. B. to Q. B. 4 3 K. B. to Q. B. 4 

4 P. to Q. Kt. 4 4 B. takes P. 

5 P. toQ.B. 3 5 B. toB.4 

6 P. to Q. 4 6 P. takes P. 

7 Castles 7 P. takes P. 

8 Q. to Q. 5 8 Q. to K. 2 

9 P. to K. 5 9 Kt. to Q. Kt. 5 

10 Q. to K. 4 10 P. to K. E. 4 

11 Kt. takes P. 11 P. to Q. B. 3 

12 B. to K. 3 12 B. takes B. 

13 P. takes B. 13 Kt. to K. E. 3 

14 Q. E. to Q. sq. 14 Castles 

15 Q. to £. Kt 6 15 K. to E. a(\, 
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White. Black. 

16 Q. takes K. E. P. 16 P. to £. B. 3 

22 Q. to K. E. 4 22 E. takes Q. E. 

23 E. to B. 7 (ch.) 23 £t. takes E. 

24 a to E. 7 (ch.) 24 Z. to B. sq. 

25 B. takes !Kt. and wins. 

ALLOAIBB GAMBIT.* 

The following game is remarkable as Having 
been played on tbe stage of the National Theatre 
at Pesth, with living plavers dressed to represent 
the pieces and pawns. The directors of the game 
were Herr Szen, the celebrated analyst, and 
Herket, the manager of the theatre. 

White (Herr H.) Black (Herr S.) 

1 P. to K. 4 1 P. to K. 4 

2 P. to K. B. 4 2 P. takes P. 

3 Zt. to Z. B. 3 8 P. to K Kt. 4 

4 P. to K. E. 4 4 P. to Kt. 5 

6 Zt. to Z. fi 6 P. to Z. E. 4 

6 B. to Q. B, 4 6 E. to E. 2 

7 P. to Q. 4 7 P. to Z. B. 6 

8 P. takes P, 8 P. to Q. 3 

9 Zt. to Q. 4 9 B. to K. 2 

10 B. to Z. 3 10 B. takes P. (ch). 

11 K. to Q. 2 11 P. takes P. 

12 a takes P. 12 B. to Z. Zt. 6 

13 Q. to B. 4 13 Zt. to Q. B. 3 

14 Zt. to Q. B. 8 14 Zt takes Q. P. 
16 Q. E. to Z. B. 15 B, to B. 3 

16 Zt. to Q. 5 16 B. to. Z. 4 

17 Zt. takes B. 17 P. takes Zt. 

18 Q. takes Z. P. (ch.) 18 Zt. to Z. 3 

19 Z. to B. 19 Q. to Q. 3 

20 Q. takes Q. 20 P. takes Q. 

21 Z. to Q. 2 21 P. to Zt. 3 
22 B.toQ.8 22 E. to Zt; 2 
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White. Blaok. 

23 P. to Q. B. 4 23 Castles 

24 P. to Kt. 4 24 £. to Et. 2 

25 P. to E. 4 25 E. to Q. 2 

26 P. to Q. E. 6 26 P. takes P. 

27 P. takes P. 27 K. to E. 

28 E. to B. 3 28 £t. to Et. 4 

29 P. to K. 5 29 P. takes P. 

30 B. takes Et. 30 E. takes B. 
81 B. to £. 4 31 E. to KU 

32 E. to Q. Et. (ch.) 32 E. to Et 2 

33 Kt to Kt. 4 33 B. to B. 

34 Kt. to E. 6 (ch.) 34 E. to E. 

35 E. takes E. 35 B. takes E. 

36 E. to Q. Kt. 36 E. to Kt. 6 (ch.) 

37 K. to Q. 2 37 E. to Q. 6 (ch.) 

38 Z. takes E. 38 B. takes B. (ch.) 

39 £. takes B. 39 Et. to B. 3 (ch.) 

40 £. to B. 6 40 £:t. to Q. 2 

41 £t. to Q. B. 7, mate. 

MXTZio GAMBIT. (IiTegular.) 

The following game was pl^ed in 1847 be- 
tween Mr. Alexandre and Mr. Brien i^^ 
White (Mr. A.) Black (Mr. B.) 

1 P. to K. 4. 1 P. to K. 4. 

2 P. to E. B. 4. 2 P. takes P. 

3 Et. to E. B. 3 3 P.to E. Et. 4 

4 P. to E. E. 4 4 P. to Et. 6 

5 B. to B. 4 5 P. to Q. 4 

6 B. takes P. 6 P. takes Et. 

7 Q. takes P. 7 P. to Q. B. 3 

8 B. to Et. 3 8 B. to E. 3 

9 P. to Q. 3 9 Q. to B. 3 

10 Et. to B. 3 10 Et. to E. 2 

11 B. to Q. 2 11 Et. to Et. 3 
1^ P. to E. Et 3 12 Et to E. 4 
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White. 

13 Q. to B. 

14 Q. to K. Kt. 2 
16 K. to B. 

16 Q. takes £t. 

17 K. to K. 

18 E. takes B. 

19 K. to X. sq. 



Black. 

13 B. to Kt. 5 

14 Kt, to B. 6 (ch.) 

15 Kt. takes B. (ch.) 

16 P. takes P. (dis. ch.) 

17 B. takes Q. (ch.) 

18 Q. to B. 5 (di.) 

19 Q. to K. 6 (ch.) 
and Black mates next move. 

Our next game was played between Mr. 
Morphy and Mr. Medley, with the usual Sing's 
Gambit Opening. 



White (Mr. Mobpht). 

1 P. to K. 4. 

2 P. to K. B. 4 
8 Kt. toK.B. 3 
4 P. to K. E. 4 
6 Kt to £. 5 

6 B. to Q. B. 4 

7 P. takes P. 

8 P. to Q. 4 

9 Kt. to Q. B. 3 

10 Kt. to K. 2 

11 Q. Kt. takes P. 

12 Kt. to K. E. 5 

13 B. to K. Kt. 6 

14 P. to Q. B. 3 

15 Castles 

16 E. takes B. 

17 Q. takes P. 

18 E. to K. 

19 Q. to B. 3 

20 B. checks 

21 P. takes P. 



Black (Mr. Medlet). 

1 P. to K. 4 

2 P. takes P. 

3 P. to K. Kt. 4 

4 P. to K. Kt. 5 

5 Kt. to K. B. 3 

6 P. to Q. 4 

7 B. to Q. 3 

8 Kt. to K. E. 4 

9 B. to K. B. 4 

10 Q. toK. B.3 

11 Kt. to Kt. 6 

12 Kt. takes Kt. 

13 B. checks 

14 Q. to Q. 3 

15 K. Kt. to Kt. 2 

16 Kt. takes E. 

17 Kt. to K. 2 

18 P. to K. E. 4 

19 E. to E. 2 

20 P. to B. 3 



21 P. takes P. 
and Mr. Morphy wins in a few more moves. 

Our last specimen-game is taken from one of 
those plAyedhj Mr. Morphy at the St. James's 
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Chess Club, blindfold, against eight players. It 
is a good illustration of the power of the cele- 
brated States'-man. 

White (MB. mobfet). Black (mb. bibd). 

1 P. to K. 4 * 1 P. to K. 4 

2 P. to K. B. 4 . 2 P. takes P. 

3 Et. to £. B. 3 3 B. to E. 2 

4 B.toB. 4 4 B.toE.6(ch.) 
6 P. to E. Et. 3 5 P. takes P. 

6 Castles 6 P. takes P. (ch.) 

7 E. to R. 7 P. to q. 4 

8 B. takes P. 8 Et. to E. B. 3 

9 B. takes P. (ch.) 9 E. takes B. 

10 Et. takes B. 10 R. to E. 

11 P. to Q. 3 11 B. to E. 6 

12 Q. to B. 5 (ch.) 12 E. to Et. 

13 E. takes Et. 13 P. takes E. 

14 Et. to Q. B. 3 14 E. to E. 4 

15 Q. to B. 3 16 Q. to Q. 2 

16 B. to B. 4 16 Et. to B. 3 

17 E. takes P. 17 B. to Et. 5 

18 E. to E. Et. 18 P. to E. E. 4 

19 B. takes E. 19 P. takes B. 

20 Et. to Q. 5 20 Et. to Q. 6 

33 E. to B. 3 33 E. to B. 3 

34 E. to E. 3 34 E. to E. 3 

35 P. to Q. 4 35 E. P. takes P. 

36 P. takes P. 36 P. takes P. 

37 E. takes P. 37 E. to Q. 3 

38 P. to E. 5 (ch.) 38 E. to E. 3 

39 E. to E. 4 39 E. to E. 2 
40E. toQ. 5 40E. toQ. 2 

41 P. to E. 6 (ch.) 41 E. to E. 2 

42 E. to E. 5 42 P. to Q. E. 3 

43 P. to a E. 3 43 E. to E. 
^ E. to Q 6, and wini 



No hooTc. on Chefls being considered oompleta 
without f roblemB, I append a few ai eieroiiea 
for the iDKenuit; of my readers. It will ha 
nndentooa that ttie following are selected tram 
Taiioiu BDorceB, as the best of their kind- 

Fboblbk I. 




TEBU KOTEM. 



KAKTOOOK or CHBStf. 



:; 


i i t 


\k 


'^// ^\ i 




' '6 


1 





a PUT, UD lUEi or thbxx HO^ft 



UHDVOOX OY OHXM. 



Stomm HL 










man to vut, Aim lun or t 



OIVDIOOK OF BBIM. 



# 



■^ 



«nn n eut, ixb mn or nio amm 



BIHDBOOZ OP OHtM. 




B.UIBBOOK or cam. 




HAKDBOOK or OHIW- 



P£0BLIH VIL— £ThB InDIAX PsOBLtU.] 



pp 




■ 


J 


1 


J 


i 


K 




p 


1^ 


J 


^ 


tr 






r 

a 


1 


« 


« 



WHiTi TO FLAT, AHD HAti or roox xavn. 



KASDBOOK Ot CtOBB. 87 



Fkoblkx Tin. 






^ H&JfDBOOK 07 Cn 



WUIint VO PLAT Am U 



EAKSBOOK or C 



z 






A" 


- 








^ 


i 


■6 








•i 


•- 



■ 10 PUT, Uta IWn 19 JODB KOV«. 



90 .lUMPapox oxosxu. 



fani W XI. 

i i 
i 



I la njtit »9 KUi a rasu motes. 



HANSBOOX OF i!BK8B. '91 




^ HAITDBOOK OF CHBS6. 

SOLUTIONS TO THE FOEEGOING 
PEOBLEMS. 

FB09LEM I, 
White. Black. 

lEtoQ. 6 IK. toB. sq. ' 

2 E. to £. Xt. 5 2 K. to his sq. 

3 E to K. Kt. 8, mate. 

Hie principle of this problem is that the King 
mrust go opposite his royal adversary, whether 
the Book moye to the right or the lefl. This 
position often occurs in actual play. 

PBOBLEM II. 

1 Q. to her sq. 1 B. moves (best) 

2 Q. to her 2nd 2 Q. checks 

3 £t. to K. B. 5, double check and mate. 

FBOBLEM III. 

1 Q. to K. E. sq. 1 Any move. 

2 Q. or E. mates. 

It will be perceived that the whole secret of 
this problem ues in moving White Queen to the 
comer square. Whatever Black does in answer, 
he must submit to mate on White's second 
move. 

fbObxeM iy. 

IE. to Q. 6 1 Any move, i 

2 E. B. Xt., or P. mates. 

As in other problems, all depends on the key 
move. 

fboblbm y. 

1 B. to Q. 8 1 K. to Q. 6 

2 Q. to X. 5 (ch.) 2 £. takes Q. 
B B. io B. 6, mate. 
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OB, 
White, Black. 

1 B.toQ.8 1 K.toKt. 6 

2 Q. to Q. Kt. 2 (ch.) 2 K. takes P. 

3 Q. to £t. 6, mate 

FBOBLEM yi. 

' 1 P. to Kt. 4 (ch.) 1 K. to Kt. 4 (best) 

2 Q. to her 5 (ch.) 2 K. to E. 3 (bes^' 

3 Q. to Q. Kt. (ch.) 3 K. takes Q. 

4 P. to K. Kt. 5 4 Black must move his 

K. and give mate 

PROBLEM YII. (the IKDTAN FBOBLEM.) 

1 B. to Q. B. sq. 1 P. moves 

2 R. to Q. 2 2 P. moves (best) 

3 K. moves 3 K. moves 

4 E. to Q. 4, discovering check and mate 

PROBLEM VIII. 

(a) 1 Kt. to Q. Kt. 8 1 Kl to Q. B. 4 

2 Kt. to Q. R. 6 (ch.) 2 K. to Q. 3 

3 Q. to Q. 7, mate 

(h)l 1 

2 2 K. to Q. B. 6 

3 Q. to Q. Kt. 4 (mate) 

PROBLEM IX. 

1 B. to K. B. 5 1 K. moves 

2 Q. to Q. Kt. 5 2 K. moves . ■ 

3 Q. mates 

PBQBLBM X. 

1 B. to K. 4 (ch.) 1 B. takes E. 

2 Q. to Q. Kt. 7 (ch.) 2 E. or B. covers 

3 Kt. to Q. 6 (ch.) 3 Q. takes Kt 
-4 Q. to Q. Kt. sq., mate 
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PB0BL3S1C Zi; 

White. Bbek: 

1 E:t.ioQ.Et,$ (di.) 1 P. tales Kt. 

2 B. to Q. 2 2 £. takes ILt. 

3 B. to Q. B. 3, mates. 

PSOBLEU ZII. 

1 Kt. from E. St. 6 1 Either P. takea KU 

to K. 4 (ck.) 
8 B. to £. 7th 2 P. mores 

3 £t. mates. 



dfaka 



ENDINGS OF GAMES OCCUERING 
IN ACTUAL PLAY. 

^ The pieces being placed in the following posi- 
tions, the student may exercise his skill in efSect- 
ing mate in the prescribed number of moves, or 
fewer if he can. 

POSITIOIT I. 

K. at Kt.'s sq. K, at his 'Ki.*s sq. 



Q. at Q. Si/s 2nd Q. at her Jth 
B. at K. B/s sq. 



S. at her 7tl 
• at £. B.*s sq. 
B. at Q. B/s 3rcl E. at Q. E.'8 7th 

B. at K. Kt/s 6th Kt at X/s 2nd 

P. at K. E/s 2nd P. at K. B.'s 2nd 

White to play, and mate in two moves. 

FO0ITIOK II. 

K. at his E.'s sq. K at his sq. 

Q. at her sq. Q. at her Kt. 7ih 

Kt at £. E.'s 6jtiii E^ e,t K.'s B.'s sq. 

B. at KB. 6th E. atQ.E.'8 7^ 

Pawns at E. E. 6th IL Xt. at X. E.'s 8th 

Xt. 2i)d« andlL £. Pawns atO-E. 4t^ X. 

2nd E.3nd£:t;Kt.2ad 

White to plajy and mate in two moves. 
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P0fITI09 m, 
Whiio* Blac^a 

E. at hk B/8 sq. X. at lus B/s 401 

Q. at JL B.'a sq. Q. at her iq, 

B. at Q. 2rcl Q. B. at hia sq. 

Pawns at £. 5tli, K. E/s K. at Q. 2nd 
2nd, K. KVb Snd B. at Q. B. 4tli 

£t. at K/ft sq. 
Pawns at K. K/s Srd, 
K. Et. 2nd 

White to play, and mate in three xnovea, 

POSITIOJf lY. 

£. at Q. B. 8. £. at K. B. 3 

Q. atX. 7 Q.atX. B. 5 

B. a4« Q. B. 6 B. at ±l. B. S 

3. at £. B. 5 B. at Q. B. 6 

B. at Q. 6 B. at K. B- 4 

P. at K. 4 Kt. at £. Kt. 7 

Elt. at K. 4 
P. at K. B. 2 
White to play, and mate in four mores. 

POSITION V. 

K. at his sq. K, at his 4th sq. 

B. at K. B/s 7 

B. at Q. B.'s 8 

Xt. at Q.'8 5 

£:t. at K. B.'s 5 

P. at K.'s 2 

White to play, and mate in three moves. 

POSITION VI. 

K. at K. B.'s 5 K. at K. B.'s 4 

B. at K. Kt.'s 4 P. at K.'s 5 

B. at K. B.'s 2 P. atK.4 

. P. atK.Kt.'s2 P. atZ.Kt.'s4 

White to play, and mate in four moves. 
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POSITION Til. 
White. !Black. 

Tl. at^his 3rd sq. K at Kt/s 8 

Q. at Q. E.'8 3 P. at K. E.'b 7 

Xt. at K. E.*B 5 P. at K. R's 5 

P. at K, Kt.*s 4 

Wliite to play, and mate in four moves. 



Here, dear Beader, I conclude. I trust that 
I have accomplished all that I' promised. When 
you have thoroughly conquered the instructions 
nerein contained, you will have become a good 
strong player, and able to comprehend the most 
elaborate combinations of the most scientific 
Chess-books. But although we cannot expect to 
be all Stauntons or Morphys, it is in the power 
of every one to become a tolerably good player. 
Ifon omnia possumtts omnes. 
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APPROVED EDUCATIONAL WORKS. 



TBB BBBT BTTGZiZSB BZCTZOB'JlUl'S'. 

Now puUishing in Parts (price Sixpence) every Fortnight, 

CRAIQ'S 

UNIVERSAL DICTIONARY 

BEINQ AN ETTMOLOGIOAL, TECHNOLOGICAL, AND PBONOUNOINO. 
DICTIONARY OF THE ENGLISH LANGUAGE. 

Including the Terms used in Literature, Science, cMd ArL 

To show the value of the Work, the General Contents are given. 

In Lawi I In Geolooy, Minkralooy, Conch( 

All the Terms and Phrases used and | logy. Ichthyology, Mammolooy 
defined. 



In Mbdical Scibnck : 
All the Terms used in Great Britain. 

In Botany : 
All the Genera in Don's great work, 
and Loudon's EncyclopoKlia. 

In Zoology: 
All the Classes, Orders, and Genera, 
as given by Cuvier, Swainson, Gray, 
tic. 



All the Terms employed are careful] 
described. 

In Mrchanics and Cohmbrck: 
A complete Encyclopaedia of ever^ 
thing useful to society, and in genen 
use. 

InQdotattonb: 
3000 from standard old authors, illui 
trating obsolete words. 

In Dbbivations & Pronunciation 
All English known words. 



'* A more valuable publication than the above can hardly be, for without 
good English Dictionary many persons will find themselves at fault, and Aror 
the introduction of new terms and words in our English language, old di( 
tionaries arc of very little value. The improvements m this Dictionary ma 
be briefly summed up, as under — 

I.— It is the most complete purely English Dictionary, and the latest finishe< 
2.— It is the only one that gives the derivation as well as the pronundatio 

complete in one and the same work. In the Universal Dictionary bot 

the etymology and the pronunciation are given. 
3. — It gives a vast mass of important information connected with natural hii 

tory and science, not to be found in any other. 
4. — The quotations from old standard authors illustrate all the terms whic 

have become obsolete, whereby the works of these authors may be moi 

fully comprehended. 
5.— 12,rHK) words alone in the third part of this work are not comprised i 

Johnson or Walker. 
6.— It has a very great advantage over the American Edition of Dr. Webster'i 

in the proper indication of the pronunciation, giving, in all cases, Ui 

English mode, and not the American. 

NOTICE.—Although, for the convenience of Subscribers, this Dictionar 
is published in Sixpknny Parts, the complete Work may always be had f 
under : — 

CRAIG'S ENGLISH DICTIONARY, 2 vols. 8vo, cloth lettered . £2 2 

. 2 vols, half-calf or half-russia 2 10 

*' This Dictionary is generally allowed to be the most complete published { 
not only embraces all the advantages of * Webster's,' but, in addition, contaii 
all the terms used in literature, science, and art. Whoever wants a really goo 
Dictionary— and who does not?— should subscribe to this new edition, tt 
First Numbbr of which will be sent Frsx on receipt of Six Po«.xk» 
Stamps." ^ 

Ionian: ROUTLEDGE, >NARHE, ft.HO ^OVnvSS^lQ*- 



APPROVED EDUCATIONAL WORKS. 



BuBseirs HoderxL Europe Epitomized. «. 

A Text-Book of Modem History. Half-bound, post Svo 5 

Robertson's History of Charles the Fifth. 

With Additions by Prescott. Post Svo, with Index 5 

Bonnechose's History of Trance. 

Translated by W. Robson. With Index, post Svo 5 

MacfEurlane's History of British India. 

With Additions to the Present Time. Post Svo, with Illustrations 5 

Frescott's History of the Conquest of Mexico. 

One Vol. post Svo 5 

Frescotts History of the Conquest of Peru. 

One Vol. post Svo 5 

Frescott's History of the Beign of Ferdinand and Isabella. 

One Vol. post Svo ;. 5 

White's (Bey. James) Landmarks of the History of Eng- 
land. 

Feap. Svo. The Thirtieth Thousand 1 

DITTO, WITH 9UESTIONS. Coloured Map, and Genealogical 
and Chronological Tables. Fcap. Svo, bound in leather O 

OR THE QUESTIONS, &c., SEPARATELY, Fcap. Svo, boards. . 1 

White's (Bey. James) Landmarks of the History of Greece. 

Fcap. Svo 1 

Goldsmith's History of England to the Death of Wel- 
lington. 
With Portraits of all the Sovereigns. Fcap. Svo 2 

Edwards' History of Fiance to the Present Time. 

Fcap. Svo, cloth boards J^ 

How we are Goyemed; 

Or, The Crown, the Senate, and the Bench. By Albany Fok- 

BLANQUB.JUU. Fcap. SVO ^ 

Axdhdeaoon Williams' (the late) Life of Julius Caesar. 

A Classical Biography for Schools. Fcap. Svo 5 



(Knglisj^ §XRmmnx, ; 



^'0 (Idndley) Abridgment 

-A superior Edition. DemylSmo 



wvf*u -^"firlisli GramxiLar; 

Mrf »'.?2^*^«^P'>'<^«' Exercises, Lessons \ti PsssVivr, ^x«t\^» 
- ^^ -"^wnination Ouestiona. Fcan.&vo V 



Questions. Fcap. 8vo 



**"»*».• HOUTLEDQE, WMIHE. ^HO HOVyTVX^QR- 
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APPROVED EDUCATIONAL WORKST. 

gn |l0utljejtrjie'5 ^tttl Grumman 

New Eton Greek Grammar. By Rev. W. Routlbdqb, D.D., *• «*• 

Includingthe" New Accidence," and Wordsworth's Syntax. 12mo 4 

New Eton Greek Grammar. (The Accidence.) 12mo 2 6 

New Eton Greek Grammar. The Syntax of Bishop Words- 
worth literally translated. iShno 2 

^\Xtnc\ unlir §txmKn lltabbg §00^5* 

De la Voye*s Nouydan Melange Glassique. Narratif, Be- 

scriptif, Literaire. In 12mo volumes, limp. 

1. Le Narrateur : Recueil de Contes, Historiettes, etc. ... 1 6 

2. Choix de Morceaux Francais, etc 1 

3. La Chanmiere Indienne. (Abr^ge) 1 

4. Atala. By F. A . C h ateaubriand. ( Abreg^) 1 

6. Les Aventures de Telemaqne. (Abrege) 1 

6. Elisabeth. By Madame Cottin. (Abr6g6) 1 

7. Heures Dorees de Lecture Francaise 2 

8. Besultats et Preuves, etc 1 

9. Le Petit Factenr, Guide Epistolaire 1 6 

10. Estelle et Nemorin. (Abr^g6) 1 

11. Guillaume Tell. (Abrege) 1 

Oswald's German Beading Book, in Prose and Poetry. Se- 
lected from the best Authors. WithNotes 3 

Or, the Prose or Poetry is sold separately, in boards each 1 6 

The College Atlas. 43rd Thousand. With Thirty-three 

Coloured Maps, half-bound 12 

The Junior Atlas. 18th Thousand. With Seventeen Co- 

loured Maps, half-bound O 6 

New Editions of each of the above are now ready, with improvements, viz. : 
In Europct the insertion of Railways, and the ne^ Political Boundaries, 
owing to the recent treaties.. In Asia, the new Russian Boundary, and those 
of the two new Indian Presidencies. In Australia, the discoveries of Sturt, 
Babbagc, Warburton, &c. In Africa^ the labours of Barth, Livingston, &c. 
In Ama'icat the explorations of M*Clintock, &c.; British Columbia, and the 
United States' acquisitions from Mexico. 

%^xuviM\uxd €\tx(Cnix% anJr %$ixnx(,tsmi* 

fiibson and Voelcker's Agricultural Chemistr y. 

and Practical Explanation of the Chemical Prii^'-..^. • •;• V?^: 

in the Operations of the Farm. Fcap. 8vo .7 . ijES^N^i^ ^ -IW^St 

Arago's Astronomy. Translated by Kelly, al ■iWi^y'-^''''^y^^ 
the Rev. L. Tomlinson. With Illustrations. Fd iC^^ . *• '*? 

I ..-I'-J ' 

All the above Editions are, in roost cases, very «t«i 
than any others published. In OTderVna XYvtow^ k^c 
to specify Houtlkdok, W aun k, ^tiA Ko\3ii.iBDQig<^'' . 

Londont ROUTLEDQE, Yl^tlH^, ^HTi *^ 



NEW SERIES OF HANDBOI 



a' handbook 



1 



SWIMMINa AND SKATIKG. 

py geokce fourkst. k^j,, m.a. 

Atitbor uf " Every Bo^'b Book," Au., Aa. 



A HANDBOOK 



BOOK 'I 



GYMNASTICS. 

J)v UEOiiGK rORIlEST, E.-q.. -\I \ 



%jl_/.fip. Sim, liW'^i:' 2."- f^i- ^'""'i '»««'«'''■''■ 

THE PLAYGROUND; 
A BOY'S BOOK OF GAMES. 

1!v ClEOaOE FOBKEStjJfea., MA, 



,nSDOS: UOL-TLEIIGE, \V.\BNE, AND lIOU'lliEDGB, 



